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No silly hats, no super-secret handshakes, no 
hard-to-eam merit badges, just tons of cool stuff? 

Only one club gives you everything a Nintendo Player could want- 
automaticalfy! Just sign-up for 12 issues ol Nintendo Power 
Magazine for only $15, and you'll get Super Power Club 
benefits all year long 1 


Way more than a subscription! 

There's nothing like Nintendo Power Super 
Power Club-we've taken all the best parts of 
Nintendo Power Magazine, and Super-charged 
them to give you more playing power than ever 
before! Just look at everything you get! 


MORE THAN EVER BEFORE—STILL JUST $15! 
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Bvetv month you'll get 6 Power 
h iding Cards they feature stats 
and oiiallenges for your favorite 
games. You could score a free game 
pak eyery month, tustby collecting 
the Winning sets. 


Getlhe most power out of your 
Nintendo system with a free 
cleaning at your participating 
official Nintendo World Class 
Service' Center 


SUPER POWER ISSUE 

Coming nt January, this members- 
only issue is aye,ir-end look at 
Nintendo's best dndit's packed 
with exclusive stuff thaTwon't be 
available in stores It's the be 
the best plus a look at what's next 
from die world of Nintendo. 


NINTENDO POWER 

SUBSCRIPTION 

Membership includes your monthly 
Ninten do P ower Magazine Every 
nth you’ll get ftps, strategies, full- 
ctihrmaps and reviews for all three 
Nmterufo systems, straight from die 
pros at Nintendo. 


POWER CERTIFICATES 

A full year gets you $36 in exclusive 
Power Certificates to help you get 
the honest game paks at reduced 
pnet 


JOm NOW—CALL 1-800-255-3700 (COOS 10501 
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^iwuiunu uj nvuuii* me ouper in no apans iiDrary is grow 

ing by leaps and bounds and is pulling away from the pack! High-five end zone 
celebrations, long ball home runs and backboard crushin' slam dunks are all just 

part of the game. You'll find everything from football to 
bowling to Formula 1 racing to golf. If you're up to the 
* challenge...the Super NES is the place for Super Sports! 


HOLE IN-ONE GOLF 

from HAL America 


SUPER BASES LOADED 

from Jaleco 


NCAA BASKETBALL 

from Nintendo 


TOP GEAR 

from Kemco 


NHLPA HOCKEY 93 

from Electronic Arts 


BULLS vs BLAZERS 

from Electronic Arts 


NO OTHER 16-BIT SYSTEM CAN COMPETE IN THE SAME BALL PARK! 

Amazing Tennis - FI ROC I • NFL Football 

Amencan Gladiators 'Football Fury • NFL Quarterback Club 

- S q H a1I n .« Geor 9 e Forman s KO Boxing NHLPA Hockey 93 

Battle Dodge Ball Goal 1 Nolan Ryan s Baseball 

Bill Laimbeer s Combal Basketball HAL $ Hole In One Golf PGA Tour Golf 

Bionic Volleyball ’ Hit Thi Ice Pro Quarterback 

Brttt Hub Hockey The Irem Skins Game 1 Rock N Roll Racing 

Bu s vs Blazers and the NBA Playoffs Jack Nicklaus Golf Roger Clemens MVP Baseball 

rf p 0 n! a n G ir m D S V it XJ220 RyneSandberg Plays Super Bases Load 

C.al Ripken Jr Baseball Jennifer Capriati Tennis Space Football (One-on One) 

Championship Karate Best ol the Best Jimmy Connors Pro Tennis Tour * Sports Illustrated Football/Basebali 

Fonl?r J?« John Madden Football Super Baseball Simulator 1 000 

ESPN Football John Madden Football ’93 Super Bases Loaded n 

Extra Innings ' Kawasaki Caribbean Challenge Super Batter Up 


COMING SOON 


Super Play Action Football 
Super Power Punch 
Super Slam Dunk 
Super Slap Shot 
Super Soccer 
Super Soccer Champ 
Super Tennis 

Tecmo Super NBA Basketball 
TKO Super Championship Boxing 
Top Gear 
Top GearO 

True Golf Classics Pobble Beach 
True Golf Classics Waialae C C 
World Championship Wrestling 
World Cup Soccer 
World League Soccer 
WWF Super Wrestle Mama 
WWF Super WrcstleMama E 


Super Black Bass 
Super Bowling 
Super Double Dnbbte 
Super High Impact 
Super Off Road 






















SUPER NES 


STAR FOX. 

SUPER STRIKE EAGLE 

SUPER CONFLICT. 

WAYNE’S WORLD. 

TINY TOON ADVENTURES 

BUSTER BUSTS LOOSE 

KING ARTHUR’S WORLD * 


GAME BOY 


ADVENTURE ISLAND Q.58 

SVIILON’S SECRET CASTLE.62 

KRUSTY’S FUN HOUSE.66 

THE EMPIRE STRIKES BACK.68 
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NO NEWS ON 
STREET FIGHTER H 

Hi My name is David Arnold and I 
confess that I’m addicted to Street 
Fighter II I used to play it for hours 
on end in the arcades, but now that 
it's availahle for the Super NES. 
what reason is there to go out 9 It's 
simply ilie best game ever. By the 
way. thanks for printing the secret 
code that lets you be the same char¬ 
acter you’re fighting against. Now to 
my question I'd like to know (I’m 
dying to know) if there is a code that 
lets you play as one of the four end 
bosses Is there one > 

David A. Arnold 
Nashville, TN 

As far as we know Da\td, the 
answer is "No There's no such 
indc " If there is such a thins, 
Capawi has it securely nuclei wraps 
a ml they're not talking 


NOW, ABOUT 
THOSE CARDS 

I have some questions about the 
trading cards that Nintendo Power 
has been putting in the back of the 
magazine. How come you don’t 
print a list of winners ? How many 
cards am I going to need to get a full 
set? I’m not sure what their value is 
to a collector, but I like them a lot 1 

Jamie Alvarez 
Livonia, Ml 

// you send a legal size, self- 
addressed, stamped envelope to the 
address printed on the hack of the 
Trading Card page after the contest 
ends for the month that vou'/e uni¬ 
ons about well send you a list of 
dinners We're planning on printing 
72 Pov.et Challenge Trading Cards 
in the first set That's the number 
You'll need to toilet t foi a full set 
Good luck 1 
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ts some rea 
great art! 
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CALLING ALL 
COUNSELORS! 

I want to be a Game Counselor for 
Nintendo. How can I become one? 

Dan McGill 
Boise, ID 

Our Game Counselors must have 
excellent game play skills, be able to 
explain complex game play strate¬ 
gies and be at least sixteen years of 
age They must live tn the greater 
Seattle area fit's a long commute if 
sou don't! Check the Seattle news¬ 
papers for fob openings 
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SPACE SHUTTLE LAUNCH 

& SPACE CAMP 



T 


| CONTEST WINNER 



he central Florida coast in mid-summer may not 
be everyone’s idea of a dream vacation, but for 
Alex Guasco, winner of the Space Shuttle Player’s 
Poll Contest, it was a real blast. Alex and his mom, 
Hilda, flew in from Houston to watch the 25th 
shuttle mission live from a restricted viewing area. 
The blast wasn’t the only show in town, though. 
Alex also checked out the Kennedy Space Center, 
Fame and waverunning on the Banana River with his 
who came down from Fort Lauderdale. In September, 

second part of his 
prize: a week at 
Space Camp in 
Huntsville, 
Alabama, where he 
learned the ms and 
outs of operating the 
shuttle with a team 
of other space 
campers. 




The weather was parted lor 
tho shuttle launch Travis and 
Alex thought il was greet fo/ 
Wavarunnar riding, tool 


the Astronaut Hall of 
buddy, Travis Horton. 
Alex embarked on the 


We didn’t have the 
long renge lens for 
this shoi, so it 
might be? a bil diffi¬ 
cult to make out, 
but thel IS Atlantis 
blasting off from 
the launch pad 
Even al this dis¬ 
tance, the rumbte 
th«ta shuttle 
launch creates is 
trsm*ndous 



Video & Arcade Top 10 

has successfully cor¬ 
nered the Canadian 
youth market with a 
magazine format TV 
show. Video game fans 
can tune in to YTV on 
Fridays at 6.30 p.m. 
and Sundays at 7:00 
p m “Our viewers can 
tunc in every week to 
find out the latest developments and trends 
in video games, technology, music and 
movies The theme of Video 6c Arcade Top 
10 is play the game," says show producer 

Muni Shea. The 
showcase of 
each episode 
features head- 
to-head video 
game competi¬ 
tion between 

0nihfls# of Video AArcid* Top 10 four players 




Gordon Michcal Woolvart 
and bzo Fromer are two of 
th« show's hosts 


PHONE DIRECTORY 


• Nintendo Piwer SufcicrtpHon* 

1-800-521-0900 

Subscnptons and /ancwals only 
24 hours a day, 7 days a week. 

Consumer Service 

1-800-255-3700 
(TOD 1-800-422-4281) 

C«ll for service, general assistance or to 
change your address between 4am and 
midmghl Pacific lime, Monday through 
Saturday or 6 a m and 7 pjn Sunday 

Spanish and French-speaking representa¬ 
tives are available 

8«me Counseling 

1-206-885-7529 
(TDD 1-206-883-9714) 

Stumped by a game? Call our Gama 
Coimsalors for help between 4ajn and mid- 
nighl Pacific Time Monday through 
Saturday or 8 » m and 7 p m Sunday Jfs 
tong distance, so before you calf, be sure to 
got permission from whomever psys the bill. 
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fl SUPER DEBUT! 


intendo’s Star Fox is the first of a new breed of games. 
At its heart is the amazing Super FX chip—a mini 
computer built right into the Game Pak. As Fox 
McCloud and his cronies try to saveCorneria, they 
\w x v (and you) experience 3-D realism 

\ never seen before on any video 
I-- V ame system. 
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In Star Fox, you are the pilot of a state-of-the-art interplanetary fighter called an 
Arwing Along with three mercenary wtngmen, you must battle through multiple 
stages filled with 3-D landscapes and enemies Choose one of three paths leading to 
the final battle on Venom One path is fairly easy, while the others are progressively 
more difficult. In each stage, you’ll fly down a 3-D video corridor in which you can 
maneuver your ship in any forward direction. Besides simply surviving, you should 
gather Power-Ups, help your wingmen when they’re in trouble, blast every Imperial 
ship in sight and pass through the Mid-stage Goal. 


COURSE SELECT 


GAME SELECT 


Sol up the Coniroll«r Button functions by 
selecting Dne of four options In the set up 
screen you also hove a test Right window 


depending on your talents as a star pilot 
you may choose any of the three game 
courses which vary in difficulty 


Star Fox his two play modes Training mode 
Irts you practice with the Arwing fighter while 
Regular mode is the actual gemo 


The normal screen view is from behind your Arwing with status information along 
the bottom. In space, there arc two possible views. In addition to the regular view, 
you can switch to the cockpit view, which features a heads-up display for aiming 
guns and controlling your ship. 


You can continua in ynur current 
stage es lent; os you have extra 
ships Look for 1 Ups to add 
extra ships. If you hit the Mid 
stage Goal you II continue from 
there rf you lose a ship 


SHIELD 

ENERGY 


The Shields are what keep you 
■live Every lime you are hit by 
enemy fire nr on object soma 
energy is drained from your 
Shields Look for Power Ups to 
restore lost energy 


MESSAGE WINDOW 


BOMBS & ROCKET CHARGE 


This is where you'll receive incoming communicotiena Horn 
your wingmen. If they osk for help, give it to them or risk 
losing them. 


You Jl begin each stage wih three Nova Bombs that destroy 
ell regular enemies on the screen The Rockot Charge 
Meter shows remaining Rocket Energy 


-r .. . 
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FALCO 


SLIPPY 


like mosl lro?s Slippy 
has a big mouth li can 
pet him in (rouble 
you may have to bail 
him out 


Fox McCloud leads 
Ihi turn Ho claims *i 
to fight the Empire lor 
money but hes itways 
broku having given away 
ftvrrythmg to tha poor 


PEPPY 


. appy is nn o! velar in 
wise in Ihe ways of the 
enemy Listen to his advret 


\ STABILIZERS COCKPIT 

The long. trifling wngs hdp\ The cockpit view is available only in 
the Awing s maoeuwabili \ space stages You can switch in or out cl 
ty They can 6a lost rf you \ the cockpit view as ohan as you wish 
crash rapwledy against \ k . 

towvs oi other solid objects. - L l 


LASERS 

Your wngte laser cannon con 
become a Twin Blaster by 
collecting a Powar Up 


BOOSTERS 

A shot of turbo poww boosts your Arwng forward on 
the screan tr *wd enemies and dangerous objects. 


RETRO ROCKETS 

These reverse thrust rickets dacelecato 
thu Arwing — 


The .rwing s devastating Flash Bom destroys ev?ry 
thing in its r mge {tht fntrrt sawn) except fnr stage 
end bosses The Bomb will partially damage a boss 


IN 

FLIGHT 


The Arwing maneuvers -smoothly 
and intuitively lor some ol the 
strongest play control war seen 
or lelt. In crowded space you 
may have 1 o use barrel rolls tc 
escape unlemagi-d 


The FX Ajwing, developed by the 
independent planet 6f Corheria, is the 
most advanced space fighter in exist¬ 
ence. The ship is so complex,'how* 
•ever, jhat only a handful of pilots ca n 
fly it successfully That is where, the 
Star Fox Team comes in. Each of the 
four Arwings has a Laser Cannon and 
Nova Bombs. They also have Boost¬ 
ers, to speed them forward, and Retro 
Rockets Wings to slow their progress. 


SIDE VIEW 
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THE TOPHT CQHHDH 


* - . _ 


- b “• f * f g 
• Although you*u : c always moving-forwasdin Star Fojcyou can pilot yourArwtag from 
side to side and up and down for a feeling of complete freedom of motion. The range * 
of movement in most sfdjie^ i ».t pproximutely three-screens wide-by three screens 
high. When you fly close to the boundaries of this Flight Corridor, an'nrrow wilt „ * 

appear, directing you back foward the center oft he corridor, in jam# pcca^inside * ' ’ 
space stations, for instance-ihc Flight Corridor may be’much smaller i n order to ' .*/ 
increase the challenge. >■ r - . - * 



pokie 


POINTS 


Throughout your missions inwhe Lylat System, you’ll find Power-Up Points where 
you can double your fire power dr repair your shields. Some of the Power-Up Points 
are rotating rings through v^hicfi you must fly. Others are Pods. Touch them and you'll 
get the Power-Up. The best Shield Repair Power-Up replenishes half your lost shield 
energy Always look for these Power-Up Points in the same locations along the Flight 
Corridor. It may take several runs through a stage to locate thi "* " — 

that Indicate an upcoming Power-tip foist],, ther. . iLin^.-awi 
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SUPPLY RINGS 

Thfl first Powor Up shown above replaces a small amount of Enrgy The 
second Power Up replaces half and serves is a cirrtinui pomL 
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SPACE ARMADA 


SECTOR X 


ASTEROID 


The Course Level' Map shows the stages thsough' 
which you must pass for each of the three courses. As 
demonstrated by the scenes shown below from differ¬ 


ent stages, there are three types of areas.* plrfnets outer 
space, and ifisidc spaceships-Each course has a differ¬ 
ent level of-difficulty.* ' > 


MRP 


METEOR 


HEBETH 


rinoo 





























THE ANTENNA 


You II find thesa rad«r antunna on Caursa 1 
Staqfl 1 along with a widi vanity of athcr 
3 D strucluras and snomias Although th« 
antanai don t constitula a throat th»y are 
landmarks that can help you hnd on coming 
anemiM 


TOWERS & GATE 


What ynu saa is what you gal If there is a hula through 
a budding you can fly into it If a tower bagms (o fall 
you rf better dodge it Polygon objects took and act Ilka 
real objects which maans they can ba a halp or a 
hatfird 


You If turn to Ny into benuoth and around thr. objects 
that appaar along the Flight Corridor 


>4 ,\/\T/ \DO POtttk 


JGneh* stage of Star Fox has its own unique 
.Appearance,' but the objects and enemies - found 
■there share ..1 common source. They ifi-c all con¬ 
structed of polygons. (Sec the Special January 
I99T issue of N intendo Power fur an explanation 
of polygon construction and program mihg with 
the Super FX chip.) The result of using poly- 
uon> is that they can botrotuted and soled as 
your Acwing. flies toward and past them, creat¬ 
ing the illusion of a 3-D world. InPStar. Fox, you 
will encounter a wide range, of polygon objects 
along* the Flight Corridor. Some of die oSjecfs, 
like enemies and building*, nr© solid and-will 
cause damage if you crash into them. • 




























TOWER TROUBLE 


LARGE GATEWAY 


Piloting your Arwmg through moving gate can 
ba a blast, but it may not he tha bast routa By 
flying different routes you II learn stfsr 
passages to tha boss 


These spac» age towers rise manacmgly above 
the plain but they cannot harm ynu unloss you 
smash into them After passing the final towr 
a pair of large Welkers will appear carrying a 
tovwr between them Thty won t attack either 
Always look out tor passive structures and 

evoid them 


Towws and other structures take many shapes on thv 
terrestrial worlds. Many of tham hka these, dan \ do 
anything, but soma of them will move posing dengar 


Next month, look for a detailed review of Star 
Fox strategies for all three Courses, including 
special 3-D view maps of critical areas. You’ll 
also learn more about how the three wingmen 
enter into the game, how the scoring works, and 
how you can fly the perfect course. Once you 
get your paws on the controls of your own 
Arwing, you’ll need all the tactical support you 
can get. _ 
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□ARE 


Thanks lo Microprose, you won’t 
have to pay 44 million dollars to own 
the most versatile aircraft m the 
world With Super Strike Eagle, you 
not only get a realistic flight simula¬ 
tion, but also the challenge of nine 
combat missions in a one-player, 
Password game And the emphasis 
really is on the game You're not 
limited to a first-person view The 
Satellite View lets you reach your 
mission targets quickly and precisely 
while the Ground Assault View 
plunges you into a wild, behind-thc- 
plane ride over a detailed 3-D land¬ 
scape Both day and night missions 
around the globe include dogfights, 
ground assaults and enemy anti-air¬ 
craft guns and missiles Join the 
ranks of today’s pilots who fly real F- 
15E Strike Eagles 



The cockpit is virtually identical to lha real F 15E 


Attack mstallatians during ground assaults 



Take off and land from grsund bases and carriws Mow quickly to mission targets and hame b»se 
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THE 

MISSION 


Each mission is composed of several activities and goals Before 
taking to the air, the mission briefing will fill you in on dozens of 
targets. Once you succeed in completing a mission, you'll receive a 
Password and move on to the next mission There is a day and night 
mission in each of four theaters of war and a final bonus mission 
if you get that far In later missions there are more and smarter 
enemies and you’ll consume fuel faster 


SUPER 

STRIKE EAGLE 


DRIVER’S SEAT THE HARD DECK 



When enemy aircraft are close, your view 
switches to the cockpit Here you have direct 
control of guns, missiles, flares, chaff-all the 
systems needed to knock out bandits. You 
also have instrumentation that includes radar, 
heads-up display, and artificial horizons. This 
is the most realistic part of the game. 


UPS AND DOWNS 


Ground targets include airports, depots, factories, SAM sites—any¬ 
thing of military value. You’ll come under heavy AA fire here This is 
the most confusing part of the game, and control of the plane is not 
very realistic. Still, give it a chance. It is worth the challenge 


Some missiles can’t hit • target from high up 


Fly low fw greater accuracy 


IN THE SKY 
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A weapon like the F-15E isn’t much good 
unless you can get it i nto the air and then 
bring it home As the pilot, you'll have 
to master take offs (no problem) and 
landings, which take practice. 


You literally take the high ground in Super Strike Eagle. The Satellite 
View lets you see the entire theater of operations, including incoming 
aircraft and missiles In this mode, you can control the speed and'"' 
direction of your plane, but not altitude. You can also enter the WSO 
screen to view weapons and damage data Satellite Mode lets ypu 
evade enemy planes and missiles when you are out of ammo 






































TACTICS 


One of the most dangerous aspects of military aviation is aerial 
combat, or the dogfight. In Super Strike Eagle, you’ll switch to 
the Cockpit View whenever an enemy aircraft comes within your 
radar zone You can shoot down enemies with either missiles or 
cannons. When you’re still in Satellite View, try to get bebind 
enemies before closing in. That way you’ll attack from behind. 

LOCK UP THE BOGEYS 

During each sortie (or every time 
you take off from your base) you’ll 
carry a limited number of missiles. 

Make sure each missile counts by 
waiting until they arc “locked" on 
target before firing. Hold the B But¬ 
ton until the aiming circle turns red, 
then let go to launch the missile. If 
an enemy is flying straight ahead of 
you. try splashing him with your 
20mm cannons. 

ALL LOCKED UP 

You can take evasive maneuvers when 
an enemy missile locks onto you, but 
you can also use counter measures such 
as flares and chaff to confuse the mis¬ 
sile’s radar Drop counter measures at 
regular intervals to keep missiles away 

from you In the Satellite Mode, you a milslgi 1WM(S „ missi „ | oeks 
can dodge most missiles. mo ymi 


1 AIRSPEED Thi M5E can fly ai iparti ft 2DG 
knata to Mach 2 5 * mtrc than 1500 mph 

2 HEADING Know whari yvur Kama hast n by 
ktapinf mck at \rcur hudfog 

3 ALTITUDE. Witch thia raiding to knew whan 
you ra Bitting close to crashing 

4 RADAR Tha niar acraan ahaws rwarfey aircraft 
and miuilfi. 

5 THR0TTIE/FUEL Kttp track of y#uf tpot# and 
tha amount at fual rtmaininf. 

G ARTIFICIAL HORIZONS Datamini yiur in-fligln 
positon with thtia tvw gaugtt 


Turn sharply 
lo evad# a 
locked on 
missila 


□OWN TO EARTH » # * 


Takeoffs only require common sense. 
Fire up your engines to full throttle 
and, once you lift off, raise the nose 
Landings are trickier Cut your 
throttle to zero and watch your 
shadow to determine how close you 
are to the surface Try to touch down 
close to the near end of the runway. 



□pun your threttfa lo full lo laka off 


LAND AND SEA 

In each theater of operations you’ll find different landing areas, both on 
carriers and airstrips on land. The procedure is the same for both, but on the 
carrier you must touch down early enough to catch the arrestor cable (yellow 
line ) On higher levels, you will have to align your plane before touching 
down on the tarmac You can [and at a home base twice during each mission 
for repairs and resupply. 


Align your F 15E wilh tha runway, than ctl anginos. Your throttle should ht al zero before you louch down 
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SUPER 

STRIKE EAGLE 



AIR-TO- 
GROUND 

The Ground Attack Mode is the heart of the game experience, 
because it is here that you rack up the points and complete your 
missions Use missiles or cannons to destroy the ground targets 
When using missiles, wail until the green brackets appear on the 
target before Tiring. Don't waste too much time trying to knock 
out AAA sites. Concentrate on the mam targets, then get out. 






& 


Humor M 


m 





ANTI ANTI-AIRCRAFT (AAA) 


Better missiles, which are available as 
you progress in the game, can be used 
effectively from higher altitudes. 
When you start out during your raid 
on Libya, the Sidewinders and Mav¬ 
ericks with which you are equipped 
must be fired from a fairly low alti¬ 
tude By the time you reach the final 
missions in Cuba and Korea, you’ll be 
able to drop the Rockeye from a safer, 
higher altitude If you run into trouble 
flying low in the early stages, you can 
always dive on target, then quickly 
climb back to safety. 


THE SHADOW 
OF THE EAGLE 


When you see your shadow on the ground, you’re dose 
to crashing Your shadow is the best indicator of danger 
during a ground attack Manmade structures arc more 
difficult to gauge since they use Mode 7 scaling, which 
becomes blocky when extremely close 


A successful strafing run 
can destroy roost tf the guns 


Waich ytuf shadow to judge your altitude 


Ewrt during night missions you cast a shadow 


AAA guns are laid out in rows at key 
military sites. (Look for rectangular 
concrete bunkers ) If you want to take 
them out quickly, try a strafing run 
Line your plane up with one row of 
guns, then swoop down with your can¬ 
nons blazing The extra points you 
earn can result in extra ammo. 


guns. 

diw 1 


HIGHS AND LOWS 
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If your forces meet up with enemy forces, you can 
choose to go into the Battle Mode. Ground to ground, 
ground to air, air to water and many other types of 
hattles can take place. The strength and position of your 


troops and the terrain that surrounds them will be 
the determining factors in deciding which group shall 
emerge victorious. The Battleground Chart on the next 
page will help you decide where to move your troops 


Vic Tokai’s newest release breaks new ground in the 
Simulation genre of video games. Players can wage war 
against enemies in more than 55 different scenarios. 


Like a bona fide general, you manipulate your forces to 
engage the enemy troops, tanks, ships and jet fighters to 
ultimately capture their Flag Tank or Flag Ship. 
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BATTLEGROUNDS 


SUPER CONFLICT 


The various types of terrain provide different degrees of 
protection for your troops. Check the chart to find out 
which areas are safest to move to. Also, some areas require 
more fuel to travel in and out of. 


★ MOUNTAINS 

Movement value: 2 fuel units 
Defense rating*. +15 (excellent) 


► 


★ SEA 


Movement value: 1 fuel unit 
Defense rating: D (average) 


1 


1 


★ BRIDGE 

Movement value: 1 fuel unit 
Defense rating: —1D (poor) 


★ CITY 


Movement value: 1 fuel unit 
Defens* rating. +10 (good) 

Special feature: Land/Sea units may resupply A repair 


★ ★ ★ ★★★★★★ 


★PLAINS 

Movement value: 1 fuel unit 
Defense rating: D (average) 

★ DESERT 

Movement value: 1 fuel unit 
Defense rating: —5 (vulnerable) 


Chills 

Movement value: 2 fuel units 
Defense rating: +1D (good) 

★ WOODS 

Movement value: 2 fuel units 
Defense rating: +15 (excellent) 


★airport 


Movement value: 1 fuel unit 
Defense rating: +10 (good) 

Special feature: Air units may resupply A re pi 


★ FACTORY 

Movement value: N/A 

Defense rating: N/ A (protected by Special Commando unit} 
Special feature: Produces various additional units; 
irreplaceable if last 


FIGHTERS 


F-51 Tlg«r II 
F-l 4 Tomcat 
F-15 C Eagle 
F/A-18 Hornet 


MiG-21 Flshbed 
MiG-23 Flogger 
MiG-25 Foxbat 
MiG-29 Fulcrum 


BOMBERS 


A-6E Intruder 
A-10 Thunderbolt II 


SU-20 Fitter 
SU-25 Frogfeat 


HELICOPTERS 


AH-t Cabra 
AH-64 Apache 


MI-24 Hind D 
MI-28 


TANKS 


M551 5hertdan 
M60A3 
M1A1 Abrams 


ANTI-TANK 


M-901 rrv 


BRDM-: 


AIRCRAFT 


Ml67 Wlcan (AAA) 
M48 Chaparral (SAM) 


ZSU-23 (AAA) 

SA-T 3 Grapher (SAM) 


SOLDIERS 


Infantry 

Commandos 


I nf a n try 

Commandos 


NAVAL 


Destroyer 
Submarine 
Cruiser 
Battleship 
Aircraft Carrier 


Destroyer 
Submarine 
Cruiser 
Battleship 
Aircraft Carrier 


FLAG UNIT 


Flag Tank 
Flag Ship 


Flag Tank 
Flag Ship 
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As you can see from the Battle¬ 
ground Chart, the Bridges are not 
good places to be during battles. 
They have the worst Defense rat¬ 
ing Your troops and tank units will 
be extremely vulnerable to enemy 
attacks. Nonetheless, you should 
take care to guard the areas around 
the Bridges because in many sce¬ 
narios, they provide a route for the 
enemy to get to your troops. 


The Bloc Fleg Tank is placfd right next 10 » Bni fee 
in this scenario Grorrtfd rfs well protected by your 
troops but it vnuiti be t wy wist decision to 
movo it 


The Blue forces are lined op m a row and area 
protecting then Aiipon This is » good tsrtic hut 
tht Rag Tank should be moved behind the 
defensive Ima 



If you line up your forces, you can 
usually execute sweeping attacks. 
Thts formation allows you to 
engage stronger enemies with 
greater frequency. Remember to try 
to match up or overmatch your 
forces when engaging the enemy. 
It’s not a good idea to send your 
relatively weak Infantry in to attack 
a strong enemy tank. Your Infantry 
troops are likely to be defeated. 


Thf Neutral Airport will he e good spot fee tht 
Rag Tank to mov« to because its Often* istina is 
high 


There 1 The flag Tank is will protector! and the 
Blue forcos taw lined up end ant ready for 
etteck. 



The enemy troops are ell 
bunched up Engage the 
Commandos. 


Moving units through tha 
Woods takes moro fuel 
but afters prtfectun 


You » encircled tha enir 
Flag Tank. This is genna 
be cake! 


The ultimate goal in every scenario of Super 
Conflict is to destroy the enemy Flag Tank In 
later stages of the game, you can also try to 
destroy an enemy Flag Ship The enemy will posi¬ 
tion its Flag vehicle in a relatively safe area and 
will defend it well. Your tactics for your Flag 
vehicle should be the same, but you should 
always keep your troops moving in the direction 
of the enemy Flag vehicle. A good strategy to gam 
an advantage on your opponent is to send tn your 
Tanks to do battle with enemy Infantry and Com¬ 
mandos. This will quickly clear away many 
enemy forces so you can concentrate oo destroy¬ 
ing the enemy Flag vehicle faster. 


You can t Grind ground 
forcts tut into the water 
to gel the Reg Ship 


ttui Fighttrs. Ciuiscrs and 
Subs can get the |ob (tent 
though! 


The giant mushroom cJeud 
is the rosult cf y«ur Sub's 
torpedo ettack. 


22 NINTENDO POWER 
































SUPER CONFLICT 



After playing in the One Player Mode for a while, you option that only allows each side to move only three 
can usually predict where the computer player will units per turn. More strategy will have to be employed 
position its forces with a fair degree of accuracy, with this option. 

However, playing against a human chal- _ r .. ^ _ ~ •*'JM P"~ 

longer can be much more difficult because - 

vou'll never know vs hat's going to happen 1 [ Mmnna|| nfrV 

It's also much more fun to play igamst an ** lUMly 

unpredictable enemy even tf t 4 \ SwiL K * 

your best friend 1 You can also choose an 1 . aS "* r ' ' - - - a 


RIOS F 


In the Two Player Mode, there are 16 scenarios to choose tion of forces. You can be more free-form in your attack 
from. Each has a different layout and a different comb mu- patterns, but remember, your rival can be, too 1 


It FINAL CONFLICT 
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TM&C 1993 Broadway Video Inc. Under License From NBC 



Straight from Public Access Cable 10 of Aurora, Illinois to 
your Super NES comes Wayne’s World (the videogame) 
At its mosl primal level, Wayne’s World harkens back to 
such side scrolling action games as Super Mario Bros., 
where the player, Ihrough an on-screen graphical avatar, 
explores a computer world consisting of a labyrinth of 
platforms and pre-programmed obstacles While these 


types of enemies tend to be a bit dull-witted, they are none¬ 
theless dangerous and can make for an entertaining and 
challenging game play experience. But we digress. 
Wayne’s World, by T*HQ, offers fun for fans of the hit 
movie and Saturday Night Live TV sketch. Its standard 
game play mechanics also make it accessible to those who 
do not get Cable 10! All you need is a Super NES! 




in the Guitar Shop / 

Wayne Campbell’s best friend Garth Algar has 
been captured by a large purple appendage and 
dragged into Zoliar, the Gelatinous Cube video 
game at Noah’s Arcade If the Wayne’s World 
show is to continue, Wayne must rescue Garth 
Armed with his trusty electric guitar, he follows Garth into the videogame world, 

WAYNE: Well my friend, this is another fine conundrum 
you’ve gotten us into. 

GARTH: Sorry, Wayne, but this Gelatinous Cube doesn’t 
want to let go of me. It’s makin' me feel kinds oogyl 

WAYNE: Hold on little buddy (remember The Skipper in 
Gilligan’s Island?)! I’m on my way! 

GARTH: Hum/ Ud! I’m norma hrirll 


START 
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DISCLAIMER: 


Tha contents and dialogua of this article 
wara compiled bv the staff of Nintendo Pwwr 
and do not reflect Eha opmiona or ideas of 
Wayna Campbell Garth Algar Mika Myers 
Dana Canny or anybody else but us. 














Armed wiih my 
trusty electric 
guitar I cun 
scmcally assault 
the enemy with 
Wil# and powerful 
riffs* He shoots he 


scorns 


Check out these excellent diQinz>d scenes from 
Wayne s World* 


Is it Garth or just e dream 9ftquanc«? Didille Jiddle la Diddla Itddle la 
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V 



In the Guitar Shop: Part2 


/ 


JF 


GARTH: Pajavu! Stage One again! 

huge. There arc actually WAYNEt Notl What we have here is a tech- 
four levels to this store, . . 

and this is only the second Each one mc We called memory conservation whereby the 

gets longer and more challenging programmers can use the same character set but 




vary the screen data to create additional stages 


START 


On your quest to find Garth, e most valuable 
commodity will be the strategically placed 
"Sehwing Icons/ These excellent Power-Ups 
act much like "Smart Bombs” in traditional 
video games and reduce any enemy to oblivion. 


hagpipisi 


Hot? ? bounce frem drum lo drum ba rum pum bum 
pum Me and these drums 


Some gimp ol a stock boy failed to edequiitety fasten 
these guitars to the rack' A tragic wasto ol rock utensils 1 




It ^ 


Sr* 



W«Pp|^J 1 

rjnm, fjr&g&rm » 


•i 

• 


1 • 




* * -V 

.“l 

■** 
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STAGE 2: Donut Shop 


WAYNE: Notice, if you 
will, the excellent If Icon, 
which gives me the ability 
to really crank up the vol¬ 
ume on my killer riffs! 

GARTH: 

Party on, Wayne! 



STAGE 3:The Gasworks 


WAYNE: The Gasworks 
is infested with clones of 
Stacy, my totally mental 
ex-girlfriend! 

GARTH: Yeah, and who 

cut the cheese? Oh, I see, 
all the “gas” lines are bro¬ 
ken! Watch out Wayne! 


STAGE 4: Suburbia 

WAYNE: Someone has 
re-programmed Aurora, IL, 
into a parody of its former 
self! 

GARTH: I don’t like it, 

Wayne. It makes me feel 
kinda funny . . . 

WAYNE: Perseverance, 
my friend! I'm on my wayl 
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© 1993 Koncml Co ltd 



Buster Bunny stars in Kanami’s new six-stage Tiny 
Toon adventure for the Super NES. The graphics are 
gargeaus, the animation lively, the play cantral pre- 
Tx else. It has a password feature and a 

^ v start-up option that lets you chaase 
\ \| from beginning, intermediate and if / \ 
J—^ advanced levels of challenge. f ' 




ACME LQ0N1VEKSSTY 


Escapos Rats are hiding in the 
lockers To attack. Buslar either flips 
and slaps them wilh his ears or 
dashes and slides into th«m 



Buster can «ithw Dash and Jump wtr the gaps tr run 
down and fight tnemies. 
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BUST OUT, 
BUSTER 



TINY TOON 
ADVENTURES 


You control Buster in this series of cinematic escapades that 
start at school Each has a different goal. Buster collects 
Stars and trophies to Power-Up along the way Silver Carrot 
Trophies restore single Hearts, Gold ones restore all Hearts 
and Crystal ones add a Heart to the Health Meter 


BUSTER’S 

BONUS 

GAMES 

Between stages, you’ll have a 
chance to cam extra lives by play¬ 
ing mini-games hosted by the 
other Tiny Toons 



ROULETTE 


■ * 

11 




IZ 







REFILL 
ONE HEART 



REFILL 

DASH METER 



TURN EHEMIES 
INTO STARS 





l-UP 



You C8n either attack these 
from cart tc cort tc evo»d them 
to the exit in the upper left 


DMCI&l 1^ 

iwm 

I 

t wr«m i 







Stomp on these buttons 
\is make hnek carts 
roll back and forth then 
pe? out ef the way 







11 I * 



Arnold is playing jusrd dog Anack 
when you first see hr llsshhght appear 
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The next scene is set in the Wild West, where Montana Max blows a safe and absconds with the loot 


Roll cm the bjrrals by 
Dashing end Sliding into 
the prti They II Ratten 
enemies ehesd 


Hop up onto the bales of straw and attack 
the tomato tossing thug between throws. 


Slend to the right of the 
stack and press L to 
Dash back to the left. 
Jump and iun up the 
side of Townhell to the 
trophies 


You wont fit through the shallow 
tunnel Follcw the instructions 
on the signs to celch the tiem 
on the other side 


This villein carries a big stick. Rush m attock. 
then retreat hefort he emends ihe stick end 
makes you e hunnykabob Five hits dr the trick. 


Dnnt gei steamed 1 Wen until the staam stops, 
then attack the Smokestacks Climb down to 
get the 1 Up when you re dene. 


STAGE 


30 NINTENDO POWER 














































































TINY TOON 
ADVENTURES 


REFILL 
ALL HEARTS 


Montane Mex wants s starring rolo He steals 
the spotlight by blowing the safe end hauling oil 
the loot. 


BECOME 

INVINCIBLE 


You have to be 
able to jump 
rope ew n in the 
Old West. Cleer 
the rope ten 
times to 
continue 


Welch out for buzzard attacks end 
ill-mannered kicking mules m this 
area Keep |ump-rtippinQ along 


Oont stand too long under those shaky chande 
hers Dodge the rolling barrels end beware of bed 
guys- 


Timings tight when the bridge begins to collapse \Afert 


until you see onother car on the right end do e Desh 
jump for it 


There's no eign, but you must jump 
here too II you waste time running 
down the hill the tram will continue 


Became invincible by 
grabbing the Gold Gogo 
Dodo Trophy and plow right 
through these wise guys 



1 

y 


f 


A 

L 



Jump from flying log tc 
flying log Where are 
they coming from? You’ll 
find out-soon 


Arnold the Pitbull is 
pitching the wood Kick 
him e couple of time 
end continue on week. 




As you avoid the steem end fire, 
kick the smell smokestacks four 
times, the big one six times. 


THE GREAT ESCAPE 

h looks like the end of the line for Buster-but it's not Ho end Montane Mex can 
jump onto (he hand car and use seme eld fashioned elbow grease to steem 
themselves down the track end off into the western sunset 
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In Stage 3, Buster sect, refuge from * sudden stonain a creepy, old "house. Bad idea, Buster. 


hs obvious that ifrs 
place ir ha unted os 
stfrm as Buster enters 
Ghosts attack suddenly 
so get eat to flip out 


Thi mutinl mistakas if thi Mid 
Scientist whi inhabits the house 
show up m this area Bounce up 
to attack before you land 


This is a big gep To cross aver it you can nlhir do 
« Dash Jump from thu uppr ledge or spring over 
using the catapult 


Push this bell off the left sida if the lodge 
then use the citaputt ?n bound up to the 


Crystal and Gold Carrot Trophies 


MAD SCIENCE 

Ybur goal at the end af this stage la to destroy the Mad Scientist's mutant making machine. Us « vow 
aare to flip Nuts and Bolts into the machine 


Tha disappeering Dracula is 3 
problem Don’t fight-try to dodge 
him and http nwving to th* loft 


Jump and Dash from tha 
catapult ta scale this 
section of wall and reach 
tho exrt m the upper left 
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TINY TOON 
ADVENTURES 


Beat enemies t* qbi stars. Collect 100 to wm 
an extra Bustw Bunny 


If you push this ball to th« right you II bt ablo to get the 
1 Up If you push il lo iha left you II reich thu Crystal and 
Gold Carrots. 


It’s game time at Acme Looniversity, 
and Buster is out to prove that he’s 
one tough bunny to block. 


The motets on the serran show the 
down (ima and yards remaininfl. aad the 
ball s position on lha field. 


ball In most casts, running a play a the 
safar bat but if you and Plucky are 
failing lucky, go ahead und try to 
compute the long bomb 


'four opponents rtount a random defense, 
sometimes lumping straight up lo stop Buster's 
leap olhar time* staying low for the tackla 


Plucky Duck 
plays 

quarterback as 
Buster goes out 
for tilt m&L An 
“X“ ahows 
whin the pats 
.wHI land 






i ADD 

A HEART 

* RKIU 

* All HEARTS 

, TURN ENEMIES 
INTO STARS 

(§) '-“f 
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lb MU* A™*. 


ANOTHER ONE 


































f In this Space experience, if s Buster Bunny against the Milky Way’s Imperial Army 


Climb this ladder, then 
bunny-bop on over to 
tht left Jump up to the 
middle platform, then 
Dtsh Jump to the ladder 
on the left Climb up to 
get the key 


Oush Jump to the ladder 
here, then press Up end 
Left on the Control Pad 
to climb up to the 
pletform above 


REFILL 
ALL HEARTS 


Desh up the column but 
stop et the top end |ump 
over to this platform 


EASIEST PATH TO GOAL 


Dunt let Buster become e fried rabbit 
You must hide behind the stone walls in 
this aree to avoid the frequent end 
powerful laser blasts Rush for cover 
when you see the tell tale flickering 
cross hairs appear pause behind o 
protective wall, then get moving to keep 
from being scrolled off the screen 


STAGE 































steed of using the rubber band in the upper left 
m con walk over and grab this key It opens the 
jot to a different shortcut 


START 

KN ENEMIES 
0 STARS 

D 

HEART 

IP 


Climb the ladders up to the moving platform and jump from it to the ledge 
overheed When you walk to the left into the big rubber band you'll fly to 
the area ahead 


Collect Stars in the upper 
right, then reverse gravity 
end go to this bonus room 
lor e super Star bonenza. 




Leop over the gap 
to the platform on 
the right then 
walk over end 
Dash up the wall 
to reach the 
Buster Bunny Doll 
m the upper right 
comer 






































Refill flash by running over the 
Silver Gogo Dodo panels 


Ybull get canned il you run into one 
OUT of the Out panels. 


Add to your Star collection by 
running into the Star panels 


Choose your route The one on the left is 
more difficult than the one on the right, 
but rt has more Star panels You have to 
reach the top to continue to the next 
stage 


Stay far to the left as you 
climb this ladder II you're 
too far to the right the big 
orenge bouncing balls will 
knock you off 


ANOTHER ONE! 


There's one big bad boss left and he's 
armed with a paralyzer gun Try to turn the 
tables and use his own weapon on him 































































TAZ-MANIa characters, names, and all related Indicia are trademarks of Warner Bros Inc <£>1992 







































y In Stage S, Buster Bunny gets some air while he hunts for Calamity Coyote’s hidden treasures 


Bounc* up ta till brg blue and yellow balloon to get She 
1-lip. then confirms balloon tcundmg to tha right 


Those helicons don't fast long. 
Leap from balloon to balloon 
before they burst and send 
Buster plummeting to earth 


Calamrty Ceyvta is Wowing bubblas in 
Stage 5 Hop on but find a new site to 
stend before the bubble bursts 


Keep your coal as you conduct battis from tha 
blimp When tha birds attack en masse be 
sure to stay over the blimp as you jump 


When you touch the center of this shrine, 
the script for the neirt episode appeers and 
the burldrng collapses. 


tou have to hustle ta kaap up with the scrolling 
screen in this area. Keep Dashing Fortunately 
there are plenty of Silver Gogo Dodo Trophies 
thet will refill your Desh Meter 


The Rippers shown above the four rows of 
balls in this map won t appear until you 
jump up end cWJect all of the balls. 


If you pop tha bubblas and get all of tha 
balls, a moving pletform will show up hare 
Use it to continue your climb 


Thi* hod: -Ihteit 
uj«* iaur,* 


/%/ 


\ 

f L f| M i 


' \ i 

J A J 


j j 


■ 



'W 

J 
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50 WHAT'5 A NICE 
KlP LIKE YOU P0IN6 

SHocn\nG fukballs" 


r m ^ 

5H0W YOU 
SOME EflSIC 
. MOVES, KfP. 


WHERE V 
'ion L£A*N 
s. THATT 


LIKE THE ^ 
HI<3H 6 7W/STER 
„ W£lOPLIZ£K7 


JUST KILLING 
TIME UNTIL I QtCDNSt 

BMPEKOK of the 

KNOWN UNIVERSE. 


1 STUPlEP 
A PLATE <0F 
spaghetti. 


EAT ^ 
IT. PUNY 
HUMANS. 


FWR3ALL5 
AT ONE 
O'CLOCK.' 


5AY 

MOUSE 


THINK PASTA 
BRILLIANT/ 
WHAT NOW? 


HELP ME OUT 
NESTE*.' NEVE* LEAVE 
YOU* WINJSMAN- 


yOWU 3t OKAY 
JUST THINK PASTA 
I'M 60NNA KICK 
k. SOME CAT 


WE MAKE fl 
S/ANT (30TINI 0*1 LL 
ANP PIS OU* 

I WAY OUT 
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Jelectfa new pfciiUe stortte. Klrifc Arthur*'. WCdd, te «n intar itfng 
addition to tt» SUprr NES lineup.. It fwituru* Dolby Surround 
aourtd und « grid password tystsm, and tha player controls the 
ore-screen tctlqn with eitherarogular controller or the Super NES 
Mouse. It s in Arthurian quest that sends knight i-arrant through 
three rnttlnr and S3 level* 


ARTHUR SEERS A FEW SQSD MEN 

King Arthur is about to set out on a new series of quests, and he has summoned brave 
men from throughout his kingdom to join him His standards arc high, and only the 
best among them will pass the rigorous test and become Arthurian knights Those 
who do will follow him through quests in the "real” world-and beyond 



















A successful army includes soldiers with specialized skills, and 
Arthur, a wise leader as well as a kind king, recruits a variety of 
talented and valiant men 


Arthur is the game $ key character 
Only hr can aether Gold, collect 
Keys, end confront enemy kings He 
is a talented swordsmen, but it he 
falls the gem* is over Keep him 
away from the action in e safe place 
while the others clear the way 




MIGHTS 


Knights in? the strongest swordsmen 
They emerge from the lent m groups 
of five and fight fiercely in hand lo 
hand conflicts. Once you turn them 
looso they merch forward and bottle 
on (heir own unless you command 
them to do otherwise. 


SKILLS 





SOLDIERS 


Tho backbone of Arthur’s army 
soldiers ere most useful when they 
block oncoming attacks end flying 
ob|ects with then great shields. They 
can withstand attack long enough foi 
you to get other troops moving They 
eppaai one at a time 


SKILLS 



£ 


BARRELMEN 


* 


% . 


Ml. 


The Barrel men ore King Arthur's 
demolition squad They carry large 
barrels of explosives end piece them 
wheramr you commend them lo The 
barrels explode e few seconds alter 
being placed taking oul any wooden 
structures 01 people in the ema 


SKILLS 


\: 






DIALERS 


SKILLS 


Engineers have many skills that are 
essential lo the success of quests. 
They can fill spike filled pits with 
barrels build platforms lo higher 
ground ram enemy gates and doors, 
end even construct and operaifl fire- 
throwing catapults 




•* ■ 4 






A 


WHITE WIZARDS 




Although they ni incapable of 
defending themselws White Wizards 
can cast spells that heal thou allies 
and increase their strength Once 
they east their spells, they magically 
transport Ihomselvus back to tho 
safety of the mem tent 


SKILLS 


v 




ARCHERS 


SKILLS 


Archws ire useful for I eng range 
attacks but weak at hand to hand 
csmtuL They have unlimited supplies 
of arriws and can sheet them at three 
raiecienes Keep ywur treeps out of the 
way -Archws area t very disenmmat 
ing abtut wht they hit 




n 


BLACK WIZARDS 




""MW ^ * 

3f £**** 


w 

MBfcps 


SKILLS 


Hack Wizards are masters of 
destructive magic They are capable 
at several devastating spells. They 
can cause metier showers, lightning 
Jonus and fireball attacks Their 
Stun spells freeze enemy seldiers. 
Apocalypse wipes them oul 
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Playing through the nine Training Levels lets you learn how to use your troops most 
effectively. You’ll progress from learning single skills to using combinations. 


You’ll quickly learn that stepping into . pit is 
deadly. Wait for the disappearing bridge to form 
before you send your Archers over to eliminate the 
enemy Shngors who throw stones from atop the 
castles. Practice using the various trajectories. 


First move King. irthur to the left of the tent, out of 
dinger, then send . Barrdman out to leave a barrel 
by the c stie door lifter it blows, send mother one 
out to put 2 barrel under the Pulverizer. Send 
Arthur after the last door is blasted. 


S«nd Archirs Out Id fire an th« 
SJmgws frwn i n(i distinct. 


djmJmen can blast noi illy the 
door but Ihl Pulvtnur as well 


It’s an all-out attack in Training Level 3, where 
you’ll send some Knights out immediately to battle 
the oncoming enemy troops While they fight auto¬ 
matic illy, place a Soldier where he can use his giant 
Shield to delay the enemy’s approach. 


Now you’ll learn to use Engineers to prepare the 
path for other party members. First, have them fill 
the spike pit, then build a Catapult and burn the 
Slinger. Call out more Engineers and have them 
build a Platform up to the next level of turf. 


While a Soldier h Ids tht enemy 
hack, acrid Knights in tc fight 


The Engineer who builds the Select he battering ram ic*n and 

Catapult also becomes ns aperitif have them ’;ieik dewn the deer 




























































































TRAINING LEVEL 5 

Learn to use magic spells in 
Training Level 5. Start by 
sending out your lone Soldier 
and placing him where he can 
hold the enemy back while 
you summon a Black Wizard 


KING ARTHUR'S 
WORLD 



ff 


TRAINING LEVEL 6 

Send a Barrclman oul to destroy both the castle 
gate and the Pulverizers inside Next, send Archers 
to attack the oncoming 
foot soldiers. Select the 
icon for the low arrow 
trajectory 




tO BLACK WIZARDS 




You’ll have to manage men with varied skills in this 
level. Send Knights out to attack and station a 
Soldier to protect Arthur. 

SvtKl B r ,1m I 

t' 


NUMBER OF MEN 

ENGINEERS 

KN6HTS 

Zfi ARCHERS 




TRAINING LEVEL 8 

Begin by filling the pit just 
outside the tent, then get an 
Engineer busy building a 
Catapult Pelt the heavily 
populated castle with fireballs 
before advancing 


TRAINING LEVEL!) 


You’ll start this, the last. 
Training Level with a little bit 
of everything. First, post a 
Soldier where he can protect 
the king by deflecting the 
huge rolling boulder 



You duni hav* to watch ytui Hoops make Iht long Hip back to the tent 
Cimrmnd them IQ Return to the Tent thin press the X Button Th* screw 
will r*tum to the tint and your m*n will be msidv saf» and sound. 


PITCH A TENT 


If you walk into a dangerous situation where your 
group is over-matched, use the Return to Tent com¬ 
mand and press X Your men automatically warp back 
to the tent, saving them possible damage on the return 
trip. 





























































































INTO THE REAL WBRbB 

Alter the Training Levels, you set out into the cold, cruel. Real World Realm Each 
level in the realm has a castle that you must conquer to make its king surrender. 



The first challenge in the Real 
World is to take High Castle. 
First send some Archers out to 
wipe out some troublesome 
enemies, then send your Engi¬ 
neers to set up a temporary 
base camp outside near the 
castle. Don’t bother trying the 
underground route—there’s no 
escape from it. 


II s a long trip to High Castle 
Sal up a tent base outsida the 
castle 


Sand Kniflhls into tha eastto lo 
clear as many enemy soldiers as 
possible 



The twin towers of the mighty 
Windsor Castle are visible in 
the distance, and enemy sol¬ 
diers fire from both. Send 
Engineers out to construct a 
Catapult and firebomb as 
many of the enemy as possible. 
Later, order Knights to lead the 
way into the castle in advance 
of Arthur 


You II need to work from a half Send a Barrel man in to blast tha 
way point Set up haso camp Pulvan»r guarding tha Windsor 
near tha castle king. 

























































































































It will be easier to reach the 
king if Archers shoot down 
inamy beams 


Prated your defenseless 
Engineers by ordering Archors or 
Knights aul ahead 


The Slingcrs high in the 
castle tower make venturing 
out of the tent treacherous. 
Either send Archers out right 
away or have Engineers build 
a Catapult and fire on the 
tower. Next, send Knights out 
ahead and have Engineers 
construct a Battering Ram to 
break down the door 



MacOgre is a cruel, 
blood-thirsty tyrant 
who feasts on the 
peasants’ sheep. In 
fact, he takes just 
about anything that 
strikes his fancy. 
Find a level spot on 
the hill and build 
a Catapult there, 
then send Archers 
out to protect the 
flanks as the Engi¬ 
neers pelt the area 
with tire. 


MAC OGRE OF THE HIGHLANDS 



After clearing the Real World of monstrous kings, Arthur enters more mystic realms 
The Goblin Underworld and the Cloud World Magic plays a greater role in both 
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From AqcNT #206 

Stage Select 


Our agents have been playing the fantastic space com¬ 
bat game, Wing Commander, and have uncovered a 
Stage Select code With over 30 different missions, this 
game has a stage select that lets you jump to some of 
the later missions in the game To enter the code, press 
the following buttons on the Title Screen B. A. B. Y, 
B, Y, L, A, R. A, and Start. If you have entered the 
code correctly, you should go to an options menu. You 
can choose any of the missions from the 13 different 
areas. The code will also give you the Sound Effects 
test and let you become invincible if you wish. 


B, A, B, Y, B, Y, L, 
A, R, A, and Start 


iriifrt *t • 

. ,■ ■ 

***• 4» **bK*w» 1 

uiMvutft «y 



Nli 


Wait for the TiiJ» Screen to appear 
before ontonng thi coda 


4 


Press B A.B Y B. Y,L Button, A. R 
Button A, then Start to inter the coda 



IN 



«4 



M 



aa 


* »rrtu't 


■ 
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You can select missions from any of 
the 13 a raas. es well as b« come mvm- 
cibla 


Practice tip on later stages then go 
back and play the game all tho woy 
through 
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From AqENT #415 

Stage Jump 


When playing Prince of Persia for ihc Super NES. you 
may run out of time before you can finish the game 
Agent #415 found a way to jump to the end of the game 
without taking any time off the clock. Start a new game 
and immediately allow yourself io be deleated You can 
do this by dropping down two screens and running to 
the nght until you bump into the guard. When the mes¬ 
sage ‘Press button to continue” appears, press the 
Select Button and select the Password option to receive 
a password. Write down the password, then reset the 
game Choose the Continue option at the beginning of 
the game and enter the new password You will start 
on level 20 with all the time you had before, as well as 
the same number of life bottles. The Evil Jaffar still 
stands between you and your princess. You must defeat 
him to see the end of the game, and that may prove 
impossible for all but the best game players 1 



Start 1 new gime and immediately 
allow yourself lo be defeated 


4 


Wa;t until the message Trass but 
ton to continue' appears 



Press Solfict then choose the 
Password option 


Ro enter tha password when you 
resattha gama. ond you will skip io 
the end of the gama 


i 
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Wolk to lha nght and chmb down the 
grain rope, all the weyto the bottom 


Walk to the left and drop down U p 
first hole inthe floor 


Stand m from of the first larga port¬ 
hole and press ttii Y Button 


You will havi all of your lima but only Dafiat tho Evil Jaffar and you can see 
dime life bottles the end of the game 


From the beginning, wilk to the nght 
and climb all the way down the first 
ladder 


Continue to tho right and climb 
down the groan rope to die bottom 


Work your way all the wty right to tho 
red crate and stend on top of it 


Press Down, then the ft Button You 
will emar the Secret Fantasy Zone 


CHAPTER 2 * AREA 2 


From thi beginning, wolk to the right 
and climb down Ihe First ladder 


Walk left to tho purple crate end 
stindontop of it 


Jump up three times, then press the L 
Button to enter tho Secret Fantasy 
Zone 


CHAPTER 2 - AREA 3 


From thR beginning of Area 3, work / Witch along the tops of the build 
your way towards the right ilfc mgs tor the third chimney 


While standing on top of the chimney Watch out for the failing Stalactites 
press flown then the R Button while you are in the Secret Fantasy 

Zone 

Secret Ending 

One third of alt the levels in this game have secret alter¬ 
native endings The secret endtngs arc tough to find but 
they usually have many Power-Ups hidden in them. In 
Chapter 2 there ts a secret exit tn the second area 
Follow the directions shown in the photos below to find 
the secret ending. 

CHAPTER 2 - AREA 2 


Work your way to the end of Areo 2, but^/ Walk to the loft climb down the first 
don t pick up the large blue Jemerald \S* ladder and down the first green rape 


From AqENT #891 

Secret Areas 

Skuljagger for the Super NES is full of secret tricks and 
areas Some oi the areas that have been found in 
Chapter 2 by our agents can be explored by following 
the directions below. These are just a few of the many 
secret areas programmed tnto the game. 

CHAPTER 2 - AREA 1 
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From AqENT #992 

Fly Around The World 

This trick for Pilotwing?, requires either a turbo con¬ 
troller or a VERY fast thumb Our agents have discov¬ 
ered a way to fly all the way around the world in one of 
the bonus flights' When you are flying the Hang Glider, 
you can find a secret bonus flight when you land on the 
Skydiving platform. During the bonus flight you must 
press the A Button repeatedly, in order to fly the 
Birdman as far out to sea as you can. If you use a con¬ 
troller that has a turbo feature and set it for the A 
Button, the Birdman will continue to fly past the score 
markers. If you fly far enough, you will eventually 
return to the beach where you took off. This trick will 
only get vou 50 extra points, but it is cool to play with! 



Chouhf to lly 0 t Hing Glider whan 
you arc sataebng one of the tests 



Complex the hang glider curriculum but 
don l land on tha normal landing fwd 



Land on the skydiving platform and 
you will go lo fhq bonus flight 


Us# a turbo corrtrollarto repeatedly 
hrt th<i A button Keap flying lo go 
around the world 



From AqENT #422 

Full Screen Code 

The classic arcade game Pac Man has come to the 
Game Boy Avoiding the Ghosts in Pac-Man is tough 
when you only see one section of the screen at a time. 
This code lets you sec the entire playing screen, making 
it easier to avoid all of the ghosts When you are start¬ 
ing a new game, press Left or Right on the Control Pad 
to make a one-half symbol appear next to Player I. 
When you press the Start Button, the entire play field 
will appear on your screen. 




fTil 

It can be tough lo evoid the Ghosts 
whan you can't toe the entire play¬ 
ing screen 



i 


When you are starting a new gama. 
prtss Left or Righl on the Control 
P«d 



► X PLAVEN m 




Whan a ono-helf symbol appears next 
to Player 1, press tho Start Button 


Tha smaller full scfaan vvitl moka it 
easier to avoid aha Ghosts but it will 
be harder to see. 


m. 



'“SECONOlT MISSION 


y tm 


From AqtNT #607 

Extra Fighters 

You have to be a top-rate pilot in order to do well at 
Top Gun 2 for the NES. Extra help can be found in the 
form of three extra airplanes when you use this code 
found by Agent #603. Enter the famous Konami Code 
when the spotlights appear on the title screen. In case 
you don't remember the Konami Code, it is as follows: 
Up. Up. Down. Down. Left. Right. Left. Right. B. A. 
Start After entering the code you should hear a tone 
that indicates it has been entered correctly When you 
are playing the game you must first score 20.000 points 
before you will receive the extra airplanes This code 
can help you make it to the later missions in the game, 
possibly even to the end! 





Entar the code while you are on the * 
Titto S croon 


Press Up, Up. Down. Down Left. 
Right Loft, Right, B A Start 



5cm «ti. 

Plnvl* MttRIII J 


If you enter tha code correctly you will 
hear a lone end you will start playing 


When your score reaches 20 000 
points you will receive 3 extTa plants 
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From Ac,ent #592 

Circuit Select 


Smash T V has some of I he fastest action around for 
the NES Because it is so fast* finishing it can some¬ 
times seem impossible. Here is a code that will allow 
you to explore the later circuits without having to play 
through the game When you arc at ihe Player Select 
screen choose the number of players with Controller I 
On Controller II. hold Down oil the Control Pad and the 
B Button at the same time While you are holding these, 
press the Start Button on Controller I. You can choose 
any stage you want from the Circuit Select screen 



OnlhePlaytrSelocibcreon choose 
ih* mimbor of players you want 


Hoid Down and B on Conirollor H, 
then press Start or Controller I 


mm 


SftYlHUNTER 





From Aqent #646 

Powered-Up Car 

With this code that our agents have found, you will be 
able to power up your car anytime before you gel to a 
boss To enter the code-first press the Start Button to 
pause the game, then press the following buttons* Up, 
Up. B. Right, Right. B. Down, B. Down. B. Left, Left. 
A. Press the Start Button again and you will resume 
play with a completely powered-up car. You can enter 
this code as many times as you want, as long as you art 
not fighting a boss With this code you should be able 
to defeat even the toughest enemies 1 


* '• . 





* 


} ' 


While you are playing the gam 6 
press the Start Button to pause 


4 


Press Up. Up B, Right, Right. B. 
Down, B Down, B, Loft, Left, and A 
while ihe game is paused 



Press tht Start Button again to 
resume ptey with i powered up car 


You can use this code anytime 
except when you are fighting e boss 


mm 

/vm. 
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From Accent #615 

Fight Select 

Power Punch H puts you in the ring against a wide 
range of strange alien fighters Some ol these aliens can 
seem almost impossible to defeat With this code you 
can lest your strength against any of the fighters Enter 
this code before a fight and you will skip to the next 
fighter. When you see the picture of the next fighter. 
Hold the A. B. and Select Buttons, then press the Start 
Button. You can skip as many fighters as you would 
like, or skip all the way to the end credits. 



Euler thi code on ihe screen with tho 
picture of the next fighter 


Hoiuuown ihL A El endSoler 
Buttons, then press Start 


WANTED. SPECIAL AGENTS 


A popular activity among Nintendo game 
experts is developing tips and strategies if 
you’d like to share your own special tips wilh 
us. send them In' Choose your own agent 
Number (3 digits! and be sure lo include it with 
your tips 


Our Address is 

Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 
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HOW'S 
THE PICNIC, 

FALCO? 


f ONE 

LIZ ARP SANPWfCH 

COMING UP' 
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HOW 

ABOUT GOME 

STIR FRY? 
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I GUESS THEY 
PIPN'T EXPECT 
SUCH HAZARPOUS 
CARGO. 


BUT WHY 
SENP IMPERIAL 
TROOPS ON 
A FREIGHTER? 



SOMETHING STRANGE 
IS GOING ON/ 



STAMP STILL , SCUM BAIT, OR THE 
GIRL GETSSS IT I SOME HERO YOU 
ARE, FOX MCCLOWN/ SSSS... 



IS HE BLUFFING? 
WHO'S THE HOSTAGE? 


IT'S NO BLUFFf 
THATS FAR A PHOENIX 
DAUGHTER OF THE 
SPACESHIP 
MAGNATE/ 
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YESSS. HOW CLEVER. 
FATHER PHOENIX OVER THERE 
15 PY/NG TO BEE WHAT 
YOU'LL PO. 



NOW PROP YOUR WEAPONS/ 
I'VE GOT WHAT I WANT/ 
TIME TO LEAVE/ 




SORRY, NO 
TIME FOR ONE 
OF YOUR FAMOUS 

LASTSECONP 
RESCUES , 
MCCLOUP, 
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WE COULP HAVE 
U5EP YOUR HELP 
EARLIER, FROG-FACE 


TAKE IT EASY ON 
HI M! HE REALLY 

CLEANEP UP/ 


SORRY G-G-GUYS' I 
WAS T-T-TAKING A BATHf 
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■■AHEM? MR. FOX McCLOUP 
WELL PONE / MR. PHOENIX 
IS VERY GRATEFUL. 


r BESIDES. 

I'VE GOT 
OTHER THINGS 
ON MY 
i MINP... 


HOW GRATEFUL 
X WONPER...? 


FIRST CLASS 
TICKETS WOULP 
BE NICE. 


LIKE TESTING 
THOSE NEW 

AR WING 
FIGHTERS ? 


YOU COULP HAVE 
ASKEP FOR A 

MOON/ 


MOONS 

AREN'T NEARLY 
AS 

COMFORTABLE. 


FAR A 
PHOENIX? 
NICE NAME 
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HOW'S THE 
TRAINING GOING 
LIEUTENANT? 


VERY WELL , GENERAL 
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THE TEAM HAS 
ACHIEVE? A RATING 
OF 115%. 





WANT ME TO PICK UP SOME SALT? 
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PONT BE A WISE GUY' 


SORRY. IT'S 
JUST THAT THESE 
SHIPS REALLY 
COOK / 




PONT GET COCKY, FOX. 
IMPERIAL FIGHTERS AREN'T 
YOUR ONLY WORRY. 


WHAT 
ARE YOU 

TALKING 

ABOUT? 
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WHO IS THAT CLOWN? THAT'S 
NO BOGY! HOLP YOUR FIRE/ 


THANK YOU GENTLEMEN 



\OUML4h V, 



















































HELLO AGAIN 
MINP IF I PROP IN? 


FARA 

PHOENIX/ 


SAVE IT ’ 

FOX. I'VE BEEN 
FLYING SINCE 
I WAS A KIT. 


WHY VO YOU THINK I'M 

CHIEF TEST PILOT? 


THINK 
YOU CAN 
CATCH 

ME? 
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GENERAL, TWO OF 
THE ARWINGS 
HAVE ENTERED 

IMPERIAL 
SPACE / 


TO BE CONTINUED 
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HELP HIGGINS 

Hudson Soft’s Master Higgins Is 
back in on adventure that's now to 
Gomo Boy and, yes, he has lost his 
girlfriend yet again. If you like the 
other games in the Adventure 
Island series, you'll probably like 
this one, too. Its nearly the same 
as Adventure Island M for the 
NES. 


TM 



ISLANDS 


AREA 5 


AREA 0 


AREA 1 


AREA 2 


This map shows the lay of the land for Adventure Island II You’ll 
begin in the southwest comer and work your way around the 
circle of islands to Area 8 in the northwest quadrant. 
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V SMOOTH MOVES 

JUMP' duck attack ride 



Frees rtiff A Ititon re jump Nr # Super 
iunip. held I 4wm M yvu greet A Held 

Ug n jump lirrtir __ 



Mil# Down an tha Cintref Fad l» maka Press I to threw whittv* waaptn When yw creek carton eggs /full Tree 

Hiigmi tfuck Duck quicfciy to tw4 air Higgins is Muipftod with Select a dimistur btlp«rs ttitl v*u can than ridi 



S drive 

The dinosaurs you free are more 
than just free transportation They 
have special abilities that will cer¬ 
tainly come in handy during certain 
stages of the game. If you don’t want 
to ride at the moment, store them 
away and select them from your list 
of items later when you need their 
help. They also take a hit, keeping 
you from being damaged 

TAYLOR 

Another Camptoseurus Taylor will lum his lail and 
fire sperks when he senses enemies approaching 
He s one fast mover too 




Mogmi is o quick Irttifi Camptosaurus who can realty 
turn on the speed if you press the B Button Ha spits 
fire and walks through lava 


Call on Don-Don Ihe Pterenodon if you haw to fly 
somewhere fosL The prehistoric dino bird will $\w 
you a lift lor a limited time. 




C LASSIE 

Clessit cen be • life sever The Elesmoseums is stow 
on dry ground but fast m the water When the going 
pels wet CJassie gets priing 


POLEY 

Foley is wry reck ‘n roily He s a Tnpotaurus who 
rolls into a ball and bwvls through enemies and 
obstacles Has wry hendy indeed 



TOOLS 

Iliggms is equipped with the 
basic stone Hammer that every 
common caveman needs H c can 
find and use a couple of other 
nifty items, as well, including a 
Boomeran gandaPowerC rystal. 
He has a storage area where he 
can save extra items to use later, 
when he really needs them. You 
can press the B Button at any 
time to store the item Higgins is 
using. 


HAMMER 

Thu stone Hammer 
basic 
He can 

but not for much 
distance 


1 

ffj 



SKATEBOARD 


Strep on I helmrt 
and pull up the 
knee pads-the 
skateboard realty 
fiies It also takes 
one hit 


BOOMERANG 


Higgins ran throw 
inly one Boomerang 
ol 3 time but its 
long range makes it 
• valueblf) weapon 


POWER CRYSTAL 


The Fewer Crystal 
one hit for 
Be sure to 
store any extras you 
find for future use 



































































RESCUE JEANIE JUNGLE 



AREA 1 



From the sands of Coastal Clash to barren Desola¬ 
tion^ the first stage keeps Htggtns hopping. He picks 
up his first weapon early on and Hammers away at 
snatls and spiders, fish and fowl as he Fights his way 
to the big, bad boss. Sand Devil On the way* he surfs 
for a spell and hikes through a forest 




Jump up whifa you're 
front of the sixth palm 
tha kiddan k«y to i 




sjkBF. 




the T\m 
temporarily 
s timo 


SAND DEVIL 

In c«e you're unarmed whsn 
you amw there is a Hammer 
inside the Sand Davits lair The 
is tough to 

to the left then turn end 
s you slide back down 


AREA 2 



Area 2 is an interesting-andunltkeiy-mix of tropi¬ 
cal jungle and frozen tundra. The region is dominat¬ 
ed by a massive waterfall that shrouds part of 
Higgins’ trip in a mystic mist, but he won’t be fazed 
by the haze. He might slip up in the Ice Cave area, 
though, if he’s not careful. Take it easy. 




Jump up lust before the Spring t* 
mote a secret Egg appear ft knl* 
the kty to a special Bonus Room 


s a key in inolhor Bonus 
near the beginning of 2 4 
around to find its hiding place 




Hv 


v| 


BUDDING 

BEHEMOTH 


This 





kft«dfd Rower 
only when its 
ona of tha 


t poisonous 
i the ledge 
then wait for tha 
one fn open 



AREA 3 


vkVJOj 


1 n Area 3, you’ll travel from the 
Oak Forest through the Peril¬ 
ous Plunge, Misty Haze, the 
Abyss and others to reach your 
goal in the Bottomless Pit. In 
the Oak Forest, there are many 
wolves that emerge when Hig- 
gtns passes particular flowers. 
In 3-2, become invincible by 
finding the Egg that holds 
Honey Girl. 


wyyy 




In 3 3 |ump up to tha tenth 
ledgt just after tha big rock. 
Crack tha Egg there to gat e key 
to a Bonus Stags Go and 
power up Master Higgins. 


FIRE DEMON 

Tha Fire Demon is a lar 
fire as rt moves from led 
rt when it becomes a fir 
the lizard form only 


r lizard tkat 
a to ledge / 
wheel -i 


AREA 4 


In Area 4, Higgins is 
drawn from his start in 
Coastal Clash to a 
mysterious Pyramid 
in the southeast. 
That’s not the end 
area, though He has 
to duke it out with a 
lizard fish in a sunken 
ship before he’s done, 
and tbat’s no easy feat. 


In Area 4-B 
cloud tkat 
nde to a 
of power ups 


LIZARD FISH 

ffs not safe in the wator Try to stay 
this boss whila you avoid tha squids 
accompany it As you swim overhead 
Hammers it th& big fish 
























































AREA 5 





Skeletal remains, probably 
left by the alien intruders, 
dominate Area 5 Were they 
left to scare Higgins off the 
right track? If so, they won’t 
work. Search for a key to a 
Surf area m 5-2 and a key to 
skip the rest of the world in 
5-4. If you skip ahead, you 
won’t have to battle 'the 
head-tossing Skeletal Drag¬ 
on 


r- pm 

**V % m a 


% 



ms 


h3= 


If you dofoet the rig hi 
PterDdectyl you’ll get (he 
precious Star Dmo and get the 
ndt of your life 


SKELETAL 

DRAGON 

This skeletal b«$ shoots a 
string of lethal fireballs Ihen 
Mods its head flying around 
Ihe room- Attacking the 
skeleton s torso is pointless. 
The best and safest way tc 
inflict damage is to shoot the 
heed as it flies eround. 


AREA 6 



Higgins will be slipping and 
sliding in Area 6 His trip 
here Lakes him from Bone 
Crossing to the Ice Lair, and 
enemies are posted in the 
most inconvenient places 
along the way Look for a 
key to an Egg area in 6-B and 
a key to Skip the rest of the 
area in 6-3. Watch out for 
the ice-dropping Penguins 
on Blizzard Peak 
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The pesky apparition in 6 A 
makes things lough from the 
start You can! defeat tot 
ghostly pest so fust huny past 
it 



CRAB CREEP 

This cantankerous Crab sits cn e 
ledge overhead and swings its 
hugs clew down to grab morsels 
below Use the Beonwrang on it 
After it swings s claw dash in 
ind hit it once, then quickly 
retreat Repeel until tho crab is 
cooked 


AREA 7 


Thtngs warm up again in 
Area 7—tn fact, you might say 
that they get downright hot. 
Higgins starts in the Abyss 
and works his way to Thun¬ 
der Clash. In the Fire Gorge 
area in between, he has to 
pick his way through a series 
of erupting volcanoes by 
dashing when the lava stops. 
The dark cave entrance in 7-1 
leads to a warp 


In Area 7 5. you can choos* 
ntinr a lend « a water mute 
The land rouu is probably lha 
easiar of the hw 


BAD BUTTERFLY 

This ill tempered Butterfly 
swoops end shoots fire Stand 
on the platform m the upper 
left lump the firebells end fire 
When it swoops to the left 
lump lo the opposite ledge and 
fire ngam This is one ol the 
most difficult enemies in the 
game 


AREA 8 


The aliens await in Area 8. 
Higgins had better be fit and 
feisty as he sets out from the 
Fire Gorge. There is very 
little life-sustaining fruit 
along the way. In fact, 
there’s very little of every¬ 
thing except trouble. Area 
8-6 is particularly difficult. 
Timing and practice will 
make the difference be¬ 
tween success and failure 


* 
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A storm brews in Area 6 2. 
Th« ominous looking clouds 
cwriiead mean that lightning 
is on Ih* way Watch out 


ALIEN ALERT 

Higgins finally comes face lo- 
face with the aliens As « 

UFO attacks from ebove, he 
hes to battle the three ornery- 
looking aliens below Attack 
Ihem one by-one then turn 
your attention ta Iheir ship 
Avoid its laser beam end fire 
continuously 


RETURN TO OLD TURF 



Once you finish a stage, you can return and that may be scarce in later stages. Before 
play through it many times; By replaying you start Area 8, for example, you’ll want to 
early areas, you can stock up on useful items .have plenty of supplies on hand. 














































































DEFY THE DEMON WARLORD 

A h, yes. That tried and true theme: someone took oeer my 
costie and now / hope to jd it back and saw the princess, 
comes to life again in Milon's Secret Castle. No matter 
what you may think of the game's unoriginal premise. H ud- 
son Soft has managed to come up with a superb garnet 
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C 1963 

Hudson 


CASTLE GARLAND AWAITS 


All of the people who live in the Land of Hudson have the ability to 
communicate through music All of them, that is. except Milon. so he 
set off to distant lands in search of musical wisdom W hen he returned 
to his home, he found that a terrible battle had taken place and his oncc- 
glonous castle was now controlled by the Warlord and his minions 
Now, the mam objective for M don in this castle-conquering adventure 
is to rescue Queen Eliza and take back his castle However, before fol¬ 
lowing through with this noble feat, Milon must defeat the hideous 
creatures that guard the seven magic Crystal Balls. Barnaby, the castle 
wizard, can help Milon by offering him hints and items. 












































































ably missed something along the way.” With 
this statement, he’s referring to the Items. A 
Key, the most important Item to find, is Milon’s 
ticket to each level’s exit Break blocks with the 
Energy Bubble to find cash. also. 


Milon will collect a wealth of Items on his 
journey through his castle Each Item has its 
own function and will be important to have 
As Barnaby the Wizard says, “If you cannot 
proceed to the next level, you prob- 


This is one of the bosses that 
Miloe will hew to battle Nstl 
them with the Energy Bubble. 


The Key appears Miloe uses it Milon can get a couple of hints The ewt 1 If Miloe hes a Key in 
to exit the maze he is currently from Bemeby and buy ae Item his possession, he eae leave the 
m whan ha uncovers the door when ha enters an ham Shop area and go an to the next. 


TRAD 


TOOLS 


UfUlAlU Wfll To escape 
from the well Milon will have to have 
ore of these uplifting Items Its power 
of elevation can bo eccessed by blast¬ 
ing a certain one eyed enemy 


ViriUnAflUlin Some ene¬ 
mies, when destroyed, will release an 
Umbrella If Milon grebs this Item before 
it floats away, he'll be able to blast his 
Energy Bubbles in a repid-fire manner 


Ull 10 1 fill After defeating one of the 
Werlords bosses Milon will receive • Crystal Bell 
He'll need to come up with a total of seven Crystal 
Balls to finish the game end rescue the Queen 


nunyiuumu A very important 
Item, indeed Finding one of these will fill up Milon's 
Energy and add one more bar to his Energy Gauge 


The more Energy Milon has, the better off ho II bo 


KvlbUIUlIlb Having this Item in his in¬ 
ventory allows Milon to shrink if he finds and touch¬ 
es a Boxing Glove Certain areas in some maze rooms 
require Milon to shrink to gam access to them 


iumr 01101 ■80 Milon will need the 
help of these special boots to propel himself to 
greater heights when jumping on one of the springs 
in e particular maze room 


■ lay I This Item will protect brave Milon 
from flames He can briefly step into fire and not get 
hurt if he has this Item If he doesn t have it ho'll be 
burned instantly 


Lin it* r Whan Milon enters the well, he II 
need the lightthat this Item emits to help him make it 
through If Milon enters the well without the Lamp, 
he won't be able to see where he's going 


0 flfV The Saw allows Milon to enter the cas 
tie through windows It looks the some every time 
Milon enters the cestle, but with the Sew, he has 
more places in which to enter 


nnmifibn Some entrances to Milon's 
castle are very secret Milon can use the Hammer to 
break right through the castle walls in certain 
places Press Up wmlo Milon is standing on a lodge 


0 TV UnU This Item allows Milon an oppor¬ 
tunity to Power Up his Energy Bubbles The Bubbles 
become lerger, so it will be eesier to hit enemies and 
obstacles with them A definite plus! 


■ bll I lib ST With the Feather. Milon is 
able to nde the elevator in tha well Without the 
Feather, he'll fall nght off of the elevator Riding the 
elevator will take him to e secret Item Shop 


Diuiuuun 01111 ■ This Item 

helps Milon to glide down slowly whan he jumps or 
falls from a ledge Its good to have o little extra time 
to see what you're lending on 


I UDb Things which were once invisible to 
Milon now become visible because the little guy has 
obtained this Item It helps Milon to reach pieces 
that were previously inaccessible 


IUm Ull 1 I Ub Milon will be able to 
put out fires with tha contents of this Bottle Its use 
is limited, but will come in handy when lires sur¬ 
round tha little elf 


11WIIAlii II 01 III Ull This Item 
ellows Milon to jump high ot any time and at any 
place Since his jumping ability will chenge, you'll 
need to use more precision with the Jump Button 


Mill b By defeating the monster chat e fake 
Queen turns into, Milon will earn tha Gene This is 
one of the Items that he needs to advance to the 
fourth and final level of the castte 


Uliun n The Crown, along with the Gene 
are the two Items that Milon needs to collect in 
order to finish tha game Pay no attention to tha 
Queens who cry for help They're fake Blast them! 
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Milon’s home, Castle Garland, has 
many entrances. Some are out in plain 
sight Other entrances can be created by 
using special Items. One important 
thing to remember when going through 
a door or window is that Milon has to 
stand directly in front of the opening 
while you press Up on the Control Pad. 
He can’t enter if he’s not in the proper 
position 


SHOP LIST 


Milon has ta do a tat of back-tracking 
through the maze rooms in order to 
acquire the necessary Items he needs 
to complete his mission. Use the num¬ 
bers an this map as a general guide to 
determine where Milon will need to go 
to next If a certain maze totally 
stumps you, it's probably because 
Milon doesn't have a special Item . 


1) FIRST MAZE ROOM 


This doorway will lead Milon 
lo or.e ol Burnaby s llem 
Shops H«ra ha can buy llems 
and gel balpfuJ hints 


t / Thafe an 
'S// special blocks 

yf lhat if hit. 

rewal o musical note 
Grab Ite noli lo get into 
tfcfi Bonus Slages 1 


* CASTLE GARLAND 


2 MAZE TECHNIQUES 


The enemies move slowly in this maze room. Take I s j There arc passageways that are located in strange 
your time and blast away all the blocks that you can 
to reveal stashes of money and doorways Blast the 
enemies, too 1 Grab any special Items that appear 


} areas Another important thing to remember is that 
j. | Milon can push on some blocks to move them Doing 


? ; so will often reveal a hidden doorway Hold Left or 
j ' Right against a block for several seconds to move one 


4) FIRST BOSS 
'ENCOUNTER 


Milon should use the same attack techniques when battling 
each of the seven bosses Each boss will hop up and down on 
the right side of its lair and shoot fireballs at the spry elf, 

Milon Our hero should 
stay to the left and fire 

Bubbles 

while jumping or duck- s ;y iov * 

of ?bo room and olast th£ 

.ng tile snots From the dragon wiih all ihs* 

boss It's not verv dllTi- rg br>puweUMl Mibn tos 

cut. to derot them MMHW" 













































































































































































































































































(?) THE SECOND LEVEL J @THIRD 

h LEVEL 


MILON’S 
SECRET CASTLE 


Milon can’t get lo the 
second level of the castle 
until he defeats the first 
boss. Once he does make it, 
he instantly has his hands 
full again It becomes appar¬ 
ent why the rooms are called 
“maze rooms’" upon enter¬ 
ing the first room on the 
second level. Don’t miss 
the opportunity to capture 
a bee It creates a shield 


around Milon. 
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©HUDSON ROOM 

The word “Hudson” is spelled out in this maze room. 
An Item Shop can be accessed iFMilon hits the Box* 

ing, Glove, shrinks, 
and blasts his way 
through the letter “n.” 
The Vest can be pur¬ 
chased here Another 
Item Shop is located 
in the upper left cor¬ 
ner of the room 


J • — )i.« ■ ***--,*• - .I I I ■* IV* 
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k--* Things are trickier for mighty Milon on the third level of 
* 5 Castle Garland. For instance, when Milon finally uncovers 
this Key and walks toward it, the platform it rests on will 
1 crumble away and will take 
him down with it Take a 
running jump at the Key to 
i bypass the unstable flooring 
jr*i and take the prize. This is 
v i where it becomes very 
importanlto get every Hem 

n 

*■* -n r 

i *2 ni ■■■hi- ' v Atf. .. 



14) WEST TOWER 




Milon must break out many blocks in the columns 
of the west tower to create places for him to jump to. 
It’ll take a block-busting spree to find the Key in the 
lower right corner Take ride on the elevator. 


7 THE WELL 


\ 


Milon won’t be going any farther than this if he doesn’t 
have the Lamp Press Down while standing on top of 
the well at the right side of the castle to enter it Milon 
will fall to the bottom, but he can make his way up 
quickly by using the blocks as steps 
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15 MONEY MARIN' 
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©ANOTHER BOSS jLi 

After using the Balloon to get up and out of the well, \ t 


1 n the third level, Milon can rake 
in some serious dough. Pre¬ 
viously, he could only take 
money once and then it was 
gone However, each time he re¬ 
enters a room in the third level, 
the money’s there for the taking 
again. Find out how mucb the 
remaining Items will cost and 
then work lo come up with an 
amount to cover the cost 

rr fTm Bmw.T.^11 
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FINISH 


After using the Balloon to get up and out of the well, 
Milon should enter the far right door on the second 
level to have it out with a bad bird boss. 



As yuu mull! with any other boss. 
ke*p pelting il wilh Energy Bub 
Wes Milon will soon be victorious 1 


■ Milon will have lo over- 
f r } come many more puzzles 
, land pitfalls if he is intent 
j—jon rescuing Queen Eliza 
t yDon’t be fooled by Queen 

H look-alikes, though 

They quickly turn into 

M enemies as Milon 
approaches. However, 
| when he defeats them, he 
wiwill gain another very 
‘important Item 
J 
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Heh, heh! Hi kids! It's your of 
pal, Krusty here. Listen -I'm in 
need of your help agoin. You 
see. Acclaim keeps sending me 
on these wild goose choses, 
er... wild rat choses. What 
they don't know Is I’m ofrold of 
the little critters. Just between 
you and me, I think they enjoy 
letting all those rots into my 
Fun House. Mork my words. I’ll 
get them back because I've got 
a few tricks left up my sleeve! 
Well, I think they're up my 
sleeve, bet me check. .. 
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* j y~ If you’re familiar with Krust; 
N JV °n the NES or Super NES, th> 
Game Boy version will provide 
absolutely nothing new fo 
you It has exactly the sami 
characters, Krusty has thi 
same abilities and the layout o 
the rooms is painfully similar 
too The best thing abou 
Krusty’s Game Boy translator 
is that the puzzle/action for 
mat of this game lends itsel 
s extremely well to the hand 
-“Of held 8-bit Nintendo system 
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KRUSTY'S 
FUN HOUSE 


GROOVY GRAPHICS 


Tha rats an tea dumb to vetch where they re 
gamg. Krusty doesn't need to vwrry about the tuny 
enttors biting hint They walk about aimlessly 


Krusty quivers when he stands clcst to the edge of 
a step or a ladga Have no fear only an extremely 
long foH will hurl him. 

•** \» vA-' I. , t/% - , .'- Vj 


■ >/> 

The graphics and sound arc very 
'/J,Ng°°d and closely mimic the Krusty 
/'-<* games for the NES and Super NES. 
However, the area that you can see 

V 5 


around Krusty as he walks about is 
limited because of Game Boy’s 
smaller screen size. It may take you 
a bit longer to complete some of the 


puzzles because of that fact, but it 
doesn’t detract from the game play 
at all. It’s still a kick! 


PESTILENCE PREVENTION 


Each Fun House Section consists of several 
puzzling rooms that the beloved Krusty 
must rid of the infestation. Generally, each 
successive room in each Section gets more 
difficult. Likewise, each Section becomes 
increasingly difficult to complete. 




The Barman always eager to halp his 
hero, controls the traps in Section 1 


An amazing maze of pipes and (footways 
awaits Krusty m many rooms in Section 2 
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The rooms get laiger in Section 3 
Krusty has to do a lot of lumping here 


Krusty treks down to the rooms in the This the toughest Section of the Fun 
besement of the Fun House in Section 4 House will test the bravest maze maniacs. 
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•V-OW THE RATS IIRST^VV;? 


s As Krusty moves from room to 
~ room, he’ll find many Blocks con- 
JXr, taming Power-Up Items like Pies. 
V** Horns and Krusty 1-Up Dolls. It’s 
important to find, kick and collect 
the contents of the Blocks, but it’s 



more important to take care of the 
filthy rats first. Some rooms have 
tncky areas that the rats can get 
into, but Krusty can’t get them out 
of If he can’t get them to the trap, 
he can’t complete the room First, 


find out where the rats are coming 
from and then locate the trap to see 
where Krusty will need to lure 
them to. If Krusty does get caught 
in this situation, press the Select 
Button to try the room again. 
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There are many erees lo search in some rooms 
Tha first gral should be to cam as much territory 
*3 possible to plan o route for ret destruction 

1 ^ . ?£-'' ' 


Krusty looks stunned He doesn't seem to know 
where those rats vrent lo Hi II haw to search the 
area thoroughly 


If the rets had fallen down through 
tins gap. it would haw been ell aver 
Luckily. Kiusty had s Block. 
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Slar Wars <T TM & O 1993 Lucatf |m Ud 
O 1993 LucasArts Entertainment Co 




. 4 /ter (he destiuctkm 
o/fte Deaffi Star, Ihe Rebe\s 
hove retreated to the ice ptamA, 

Mi, but Darth Vader pursues them 
relentlessly. Now is the time (or 'jouwj 
Luke Skywalker to embrace his destiny ar\d 
rescue his friends from the tyranny ot ihetmpiwe 
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THE 




Thanks to the development efforts of 
Ubi Soft and Lucasarts Games, Cap- 
corn has entered the world of Star 
Wars with this one-player action 
adventure. If something seems famil¬ 
iar about the game, it’s probably 
because it is identical to the NES ver¬ 
sion published by JVC. (You can even 
use the maps from Volume 34 of Nin- 






tendo Power.; T he ten stages offer a 
great variety of action, from riding a 
Tauntaun to flying an X-wing, but the 
play control can be inexact The 
cinema scenes look particularly good 
for a Game Boy game and include 
movie characters such as Yoda and 
Han Solo. Even if you use the Force, 
this game is a challenge 
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THE EMPIRE 
STRIKES BACK 


Even though Luke's Jedi powers are undeveloped, he will 
be able to make use of the Force by finding special Force 
Items during the course of his journey. As long as Luke 
has power showing on his Force Meter, he can select and 
use one of the special abilities, which include High Jump, 


Speed, Lightsaber, Levitation, Blaster, Reflect and Energy. 
The Force Items are selected from a sub-screen once they 
have been collected. You’ll also find Force Power-Ups to 
refill the Force Meter. 



HIGH JUMP 

Enhance Luke s lumping ability 
with Ibis Force hem He II be able 
to jump higher w farthw 



SPEED 

Escape from your enemies or 
charge into I ha melee with extfe 
Speed using this Force Item 




BLASTER 

Lukas Hand Blister gels Powend 
Up if yuu use this Ham which you'll 
find in tha second Ice Caw 



REFLECT 

IntheEcheBese look for tha Rafted 
Force llarn Enamy shuts will bounce 
off you whan it's saJectnd 



LEVITATION 

Luke can float in midair to sue id 
anemias and traps once ha has 
the Uvititinn Farce Item 



LIGHTSABER 

Add attacking strength to yuur 
Jodi weapon by selecting Ihe 
Lghtsalw Force Hem 



ENERGY 

Ute The Energy Force Item to 
restore Health Meter power when 
ytu ere running dangerously low 


sf/mr TIME. TORT HE. NSSBim 


ICE CAVES OF HOTH 


AT-AT WALKERS 


ECHO BASE 


Luke’s adventure gets underway in 
the vast ice caves on the planet Hoth. 
Investigating the possible existence 
of Imperial Probes, Luke descends 
into the caves on his trusty Taun- 
taun. There he finds the Lightsaber 
weapon and plenty of Wampas to use 
it against. Remember to use the 
Blaster against ice walls and floors to 
see if you can melt them. 



Imperial AT-AT WALKERS arc try¬ 
ing to destroy the Rebel Base. It’s up 
to you to stop them using a Snow- 
speeder and grappling lines. Atm for 
the Walker’s legs to trip it up, just 
like in the movie. If your Snowspeed- 
cr is destroyed, Luke will have to 
fight on foot. You can shoot a line up 
to the Walker, then shinny up to 
attack it with your Lightsaber. 



Once the Imperial Troopers are in 
the Rebel Base, Luke must protect 
retreating forces while fighting his 
way to tbe X-wing In a ruined area 
of the base you’ll have to use an AT- 
ST Walker to cross a stretch of floor. 
Damage tbe Walker, but don’t de¬ 
stroy it, then climb aboard. When¬ 
ever possible, attack enemies from 
positions above or below them. 




I 


MORE ADVENTURE 

The adventure continues with Luke’s Jcdi 
training on Dagobah and a dangerous rescue 
attempt in Cloud City of Bespin before the 
final encounter with Darth Vader 
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DAGOBAH 


BESPIN 
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SUPER STAR WARS 

HOW DO I BEAT JAWENKO 
THE LAVA BEAST? 










Rodney Walker 



I nside ihc SandcrawJur are some 
of the game’s trickiest obstacles, 
the green Laser Gates. Turn 
away until they disappear, then 
quickly run and slide under them. 
When you reach Jawenko, stand on 
the platform nearest him and jump 
and fire. Dodge the lava he spils-it 
can knock you oft into the sea of 
Java When you defeat Jawenko. 
you’ll be able to rescue R2-D2 



Prsss Down and foworo on ihc Conirol Pad and hold 
B to slide under the Laser Gotas 



Don 1 let Jawrnko qiv* you a lova bath Jump and lire 
■s you dodge th* spewing flame bails 


7 


HOW DO I DEFEAT THE HOVER COMBAT CARRIER? 



out the left gun, then race lo the right 


A fter meeting up with Han 
Solo and making a mess of 
the Cantina, you’ll have lo 
light your way through Mos Eisley to 
the hangar that houses the Millennium 
Falcon Choose a character and battle 
Troopers, ride barrels, deactivate 
droids and avoid clamping claws cm 
the route to the hangar area After you 



Siand to the lift of the C.jfrier Jump and shool at 
the left turret and keep moving *s the Garner shifts 
positions 
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meu up with the mini boss 
Maintenance Droid, you'll face what 
is possibly the toughest boss in the 
game The Hover Combat Carrier 
Don't even try lo attack the main 
machine until you've wiped out the 
gun turrets on the lower left and low¬ 
er right Stay to the left side ol the 
screen as you jump and fire to take 



After you destroy lhe Wt turret, move to the nghl 
sid«* of the ship and stay clear as you stort blasting 
ot the other one 


and attack the other turret from the 
opposite side of ihc screen. Keep 
moving as the craft moves back and 
forth, firing at an angle where the tur¬ 
ret connects to the Carrier When both 
of them have been neutralized, con¬ 
centrate on the center of the main 
machine 



When bolh lurrets ere gone, you It hava a much 
better chance of surviving tha battle wrth tho mam 
machini Attack its underbelly 
































FINAL FANTASY 


MYSTIC 

QUEST 


HOW DO I GET 
THROUGH THE FALLS BASIN? 





Shannon O'Neil 


S tart by pushing the pillar 
tnsidc the entrance up nine 
spaces, left seven spaces, and 
up one space Leave the pillar there 
and walk up through the door in the 
upper left. Defeat the monster in that 
room then go down through the door¬ 
way and out onto the ledge Now you 
can jump over to the far ledge by 
using the pillar as a step Ftnd simtlar 
uses for other pillars in Falls Bastn. 



Push the pillar near the door into position, then con¬ 
tinue up through thn doorway in the upper left 


P 



Skip over lo the next tree using ihe Ice Pillar Other 
pillrtrs in the basin can also serve as steps 



HOW DO I GET TO THE SHIP? 


W hen you have ill four coins, 
return to Fireburg and gel 
the Thunder Rock from 
Anon, Ruben’s father. Take it lo Dr. 
Otto in Windia. He will Use it to com¬ 


plete the Ratnbow Road that leads to 
Spencer s Place Trek across the 
bridge to Spencer's Place and find ihe 
Mobius Crest, then return to Windia 
and talk to Kaeli to get the Captain's 






Cap. Go to the Mobius Crest tile in 
the basement of the building in the 
northeast part of town Step on it to 
transport yourself to the Ship Dock. 
Walk up to board the ship. 


Whon you bring the Thunder Rock btek from 
Rrirburg and give it iq Or Quo he will com pi its the 
Rainbow Road to Spunear's Placi 


After you pick up the Mobius Crest m Spencer's 
Piece and return to Windie, Kaeli will give you 
Captain Mac s Cap 


Go to the basement of the house in northeastern 
Windia and step onto the Mobius Crest tile You’ll 
•nd up hart ettho Ship s Dock 



W hen you board the ship, 
you'll ftnd stairs that lead 
to lower levels. If you 
descend and explore, you won’t find 
Captain Mac right away Instead, 



Go to the mam mast end equip the Dragon Dew 
Climb up the most to the crossberand slide across it 
totho rope 


stay on the top deck and find the 
main mast in the middle of the ship. 
Climb up the mast unttl you reach 
the crossbar Go right on the crossbar 
unttl you reach a rope, then climb up 



From the crossbar, climb up the rope to the second 
most Slide down to the deck end go to the stairs in 
the upper left comer 


the rope to the second mast Slide 
down that mast and take the stairs in 
the upper left corner down to more 
stairs below. Keep going until you 
find Gaia’s Armor and Mac 



Yoke the stairs to lower levels Explore the erea 
below to find Captain Mac and ft Trresure Chest 
that holds velueble armor 
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mega mm i 


WHICH BOSS 
SHOULD I BATTLE FIRST? 


A lthough all of Mega Man's 
enemies in this game can be 
beaten using only the Mega 
Busier, some of them succumb more 
quickly to the other weapons he 


recovers along the way. Start with 
Wave Man When you defeat him 
with the Mega Blister, you'll get the 
Water Cannon, a weapon that is 
effective against Star Man. After you 


blast Star Man with the Water 
Cannon, take on Gravity Man, Gyro 
Man, Crystal Man. Napalm Man, 
Stone Man and. finally. Charge Man. 



To pul Star Man s lights oul us§ the Wairr Cinnon 
that you received when you difr iiod thi firsl boss. 
Wave Man 



Thn Gyro Attack thai you gri from Gyro Man rs a 
gre at weapon lo usf on Crystal Mon aitheendaf 
your Ihird stage 



When you come luce lo face with Stone Man crush 
hrm mio a prie of gravel usmg ihe Napalm Bomb It’s 
a blest 



WHY DO I HAVE TO SPELL MEGA MAN 2? 


Y ou don r HAVE ro spell 
Mega Man 2, bur it’s the 
only way you’ll get to meet 
Mega Man's newest helper, Beat. 
He’s a mechanical divc-bombtng 
bird that accompanies Mtga Man as 
he treads treacherous territory 
When enemies approach, the Beat 
goes on, swooping in to atrack from 
above. Hcs the best airborne buddy 
a mega hero could have You'll find 
one letter hidden in each stage 


^ % 


MCOPOHS ENfcWOV 


«. »U*TC°| 

r v * 1 

,44iiu> .^iIIINIM 

c'kvk " 

n % zas 

t 

I 


iH; ii - m m 


m «!€5!r" 
m n i :*wr"* 

U wri.mwv* * 





u 

look for ,1 letter in every stage When you manage lo 
spell thi entire title Beat pairs up with Megi Man 




Beat, M?ga Man s newest robotic runnmg man, 
hovers just overhead weiting for enemres to come 
rnio thr oiclurt 



WHERE DO I FIND THE LETTER G? 



T he letter G seems ro be the 
most difficult one ro find It’s 
hidden in the Stone Man 
stage behind a rock wall You’ll have 



Stand in Ironi of thrs section ol woll |usl before the 
thrrd ladder and fir* aw^y with the Moga Buster 


to blast boulders away to add it to 

s 

your alphabet. The wall is in the 
first half of the stage, just befote the 
third ladder. There’s a trick to recov- 


enng it 1 irst, blast rhe wall wtth the 
Mega Buster, rhen do a Mega Slide 
under the remaining wall to reach 
the cave and rhe elustve letter G 



Aft«r you ve blown away tht bottom portion of wall 
Mega Slide through the lunnpl 10 ihe cave on the 
right 



After the big slide walk lo lhr right side ol the room 
to pick up tho litter G ll s the hardest oni 10 find 
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mm$ QUEST 2 


HOW DO I KEEP THE WITCH 
FROM TURNING ME INTO A FROG? 



Tim Wot son 


l -- 


U se the Shepherd s Staff from 
the Arahtan Camp on the 
front door of the Desert 
Temple The doot will open, allow¬ 
ing you to enter and ptek up the 



When you use the Shepherd s Staff on the temple 
door it will open and allow you to enter and open the 
Treasure Chests incid« 


Brass Bottle and the Gold Cotn 
Give the cotn to the man in front 
of the Fortune Tellers Wagon He’ll 
let you tn to talk to Madame 
Mushka. who will vott rhe 



Madame Musbk? will explain what happened to your 
family, them she II give you an Amulet that will protect 
you from sp*lls 


Amulet. Use the Amulet on your¬ 
self before you enter the Fotbiddcn 
Grove -- tt wtll keep the ill tem¬ 
pered witch from turning you tnto 
a frog. 



Belorc you venture into the Forbidden Giove ust the 
Amulet on yourself it will keep you from being turned 
into a frog 



HOW DO I ESCAPE FROM THE VULTURE'S NEST? 1 ? 


Y ou must b e t r t c n d the 
Hungry Eagle before enter¬ 
ing the Icy Palace tn order 
to escape from the vulture when 



After you escape from the cellar climb up one floor 
and look for tho it g of lamb in one of the cabinets 
on that level 


you leave Get the Leg of l.amb 
from a cabtnct tn the North Inn 
Eat half of tt before you cltmb rhe 
Icy Mountains but save the other 



The Eagle at the top of rho Icy Mountains is very hun 
gry Make it a fnend for hit by offering it the rest of 
the Lamb 


halt tor rhe eagle at the mouncatn- 
top Later, when you're trapped by 
the vulture, the eagle wtll fly in to 
rescue you. 



Later whan you ro stuck in the nest of tha two head 
fld vulture the Eaqle will swoop in to carry you off to 
bit arm beyond 


TAP THE PRO’S POWERLINE FOR TIME SAVING TIPS 



WRITE TO: 

Counselors 1 Corner 
PO Box 97033 
Redmond, Wa 
98073-9733 


(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon -Sat, 4 00 a m to 
midnight and Sun , 

8 00am to5.00pm., 
Pacific time 
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Here are nine new challenges to lest your skills. Try your 
hand at these games and send us word of your best 
achievements We have also included some of the Game 
Counselors" best scores on the opposite page Try to beat 
their scores and break their records If you do. you know 
that you must have a great score! When you beat one of 


our Challenges, take a photograph of your accomplish¬ 
ment and send it to us Be sure to include your NES. 
Game Boy or Super NES in the photo! We will print the 
best scores we receive in future issues of Nintendo Power 
We're looking forward to seeing your scores. Good Luck 1 


STREET FIGHTER U 



CHALLENGE Can you beat the garni on 
lavflf 7 without losing a fight? 

ff you do you will receive I ha best sndmg' 


YOSHI 


t 



CHALLENGE What is tha highest score 
yoa can gel on Gama A? 

The more enemies you have botween tha 
Yoshi eggs Ihe higher your score wril be 



PILOTWINGS ■ F-1 RACE 




DESERT STRIKE 


G*BERT 

I 


CHALLENGE What is the highast scare 
yoa can gat in thrs arcada classrc? 

Don t conimue Ihp game or you will lose your 
high score* 


CHALLENGE What is the highast score 
yoa can get in the First Missron* 

Lolleri all The POWs to ger j higher score l 



CHALLENGE What is tho highest score 
yoa can get on Gnma A’ 

T ry tn get as many Tetrrsos as possible to 
raise yoirr sr mr 



BATTLETOADS 


CHALLENGE What is tha highast scare 
ycu can gat in thrs action game? 

Don t lei Ihe Dark Dueen s minmns Work your 
path lo victory 1 



CHALLENGE What is the hrghast score 
yna enn get on Game A? 

The more ensures you have betwoen the 
Yoshreggs th» higt^r your score will b« 
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STREET FIGHTER IX 


Finished Level 7 without 

continuing. 


Mark Vwich 

Best Ending 

Joaquin Govus 

Best Ending 

Tim Watson 

Best Ending 

Matt Lacombe 

Best Ending 




Highest Score on Game A. 


Mark Cottrell 7,880 

Travis Williams 7,190 

Casey Pelkey 6,430 

Matt Alderman 6,090 


TETRIS 


Highest Score on 

Game A. 

Brian Anderson 

582,541 

Shawn McGoldrick 

513,164 

Aaron Cartozian 

492,017 

Greg Roane 

471,362 


PILOTWINGS 

Highest Score in Area 4. 


Richard Storms 

450 

Tin Chan 

416 

Rich Schleifer 

389 

Tim Tozer 

377 


DESERT STRIKE 


Highest Score in Mission 1. 


Elaine Hutchison 877,200 

Mike Vetch 834,500 

Shelly Colloit 812,500 

Kyle Hudson 792,100 


F-1 RACE 


Fastest Time on the Australia 
Track (Course 1). 

Greg Evans 38 13 seconds 

Morgan Skinner 38'48 seconds 
Mark Austin 38 82 seconds 

Joe Conklin 39:02 seconds 


CTBERT 

The Highest Scores. 


Rich Lind 

78,230 

Alyse Galfano 

71,310 

Kevin Green 

69,780 

Jay Shuit 

68,490 


, BATTLETOADS 

The Highest Scores. 


Tom Huntington 

652,500 

Chuck Hinshaw 

612,300 

Mike Frazier 

601,500 

Rich Furman 

592,100 




Highest Scores on Game A. 

Greg Richardson 

7,530 

Rich Richardson 

6,620 

Jeff Norton 

6,200 

Jenny Parker 

5,930 



take the picture? 


do 


OK, I’ve got a high score 


If you meet one of our Challenges, send 
us your name and address with a photo of 
your accomplishment To take a photo of 
an NES or Super NES game, use a 35mm 
camera without a flash Turn out the lights 
m the room, hold your camera steady and 
shoot * To lake a Game 8oy photo, place 
your Game Boy on a flat surface and take 
your photo in natural lighi 

NINTEN00 POWER PLAYER'S CHALLENGE 

P.0 Sox 97033 
Redmond, Wa 98073-9733 
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RIPLEY 


ARSENAL 


<>uui) Kipicv h.Ki no .vcupons lo 
use in the movie. Alien How¬ 
ever. the Alien-bushing Jttion in 
ihe g £ ime calls for some serious 
hrepower It's best lo conserve the 
weapons vou have available to 
vou As Riplej negotiates the 
terrain ol th 


MACHINE GUN 


GRENAOE 


Pnmilive yel vary effective Ihe 
Mgchme Gun allows flipley it 
fue shols in iapid succession 
while on the i un 


GRENAOE LAUNCHER 


RADAR 


olonj, 

she II come across rounds oi 
ammo This allows her to 
replenish her firepower 


Ripleys most powerful 
weapon li s nol very efficieni 
bul you II soon find that ils 
blasl wiil be your besl ally 


Radar can be activated by 
picking up Banines This item 
can be very helpful in the 
baikened areas if the celeny 


FLAME THROWER 


FIRST AID 


This is a gieal weapon for 
fighting off I he Aliens in close 
quartrs Anyone up for a hied 
Alien’ III have one 


As is the case with mosl Fust 
Aid kil iiims in video L'ames 
they provide you with a health 
boosi Gel em 1 


After copying onto toe ex¬ 
tremely tSpscflete pi a net, Flo- 
nne 161,'Rjptey Is awakened 
from e deepreryotube slumber 
end finds harselfin the midst of 
the dreeded Aliens once again. 
Fiorine161 ien’texactiy e tropi¬ 
cal paradise. If set. prison for 
hardened criminal*;-/Mtyut en 
excellent place foh ,% crash 
lending! Unlike the movie dfthe 


same name, Alien 3 , the game 
has weapons for Ripley to use 
in her fight against the sHme- 
spitting creatures. The mfssieh 
that UN has cast upon her i* *o 
rescue the inmates from Ahe 
Aliens, get rid of fheRliens 
end, finally, save hersdjr Using 
e multitude of weapons and 
radar, you can .'help Ripley 

■ A A 4B . » - 


*6 VWWTVbfi 
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START 

4:00 


PRISONER 


PRISONER 


PRISONER 


PRISONER 


The first level in the game isn't really very diificult to com- the timer when she finds each of the prisoners, 

plete. Check the map and follow our recommended route. Also, for your benefit, we have also indicated where 

There is a time limit for each level. We have provided the the Aliens and Items will appear on the routes, 
approximate time that Ripley should have remaining on 


Normally, Ripley will open a door if you position her 
in front of .one of the red squares on either side of U. 
However, if she is pressed for time, she can blast open 
a door with a shot from the Grenade Launcher. Watch 
for Aliens on (he other side. 
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START 

4:30 


PRISONER 


PRISONER 


PRISONER 


PRISONER 


PRISONER 


FINISH 

1:14 


W Level 2 is about the same size as Level I, but the 
Aliens are on to Ripley’s tactics and movea bit faster 
here. There are a total of five prisoners to be rescued 
in this level. In this level, as well as in other areas, there 


are numerous Items that can be picked up, but the most 
important thing to remember is to keep an eye on the 
timer so you can finish before time runs out. 
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OK, NOW CHASE 11 


If you think you re |usl about ready lo 
say "adios" end pul Ihtt fiend away 
md Ripley has plenty of Life tneiQY 
you can chtse after ihe Alien None of 
Riplrys guns ait long lange weipons 
so after blcslmo the Alien a lew times 
close m toi ihe final all out Alien 
assault foi this eiea 


Aftei defeeling the Alien in this area iheie 
will be a much welcomed payloed of 
ammunition |usi wailing (01 Ripley Id pick 
up The Alien mtisi have been hoarding it 


SAFE AREA 


It you position Ripley in this aiee she will be 
relativuly sate hom ihe attacking Alien When the 
Alien diaws neai crouch down and fire oft seveiel 
rounds wilh Ihe Gienede Leuncher Ripley will soon 
emnge victorious 


k ; 

W t 

Cff fticcul 


STAY ON TOP 


If you position Ripley near the edge of the 
upper ledge shell be safe As the Alien 
draws near lei loose wilh all lha firepower 
you v got and then wan until it comes tack 
again Nail it j lew times before chasing 
after tl 


GUARDIAN 


Ripley will enter the second Guardian’s lair after complet¬ 
ing Level 4. Because of space limitations on the following 
pages, we have included this smaller map here. Like the 
first Guardian, this one moves from left to right, jumping 


and flinging around its slime at anything that threatens 
it. The Alien won’t like the fact that Ripley has a 
Grenade Launcher with its name on it! Ripley 
shouldn't care what the Alien thinks. Just blast it! 


ft upon enuring Ihis area 
Ripleys Life gauge is lull w 
naarly full leave the Firsl 
AiH kil for tiler 
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GUARDIAN 


After rescuing all five prisoners in Level 2 and making »t to 
the exit with time remaining on the clock, Ripley will 
enter the lair of an extremely irritated, slime-hurling 
Alien. This Alien just moves from right to left Switch to a 


powerful weapon and stalk the Alien until you " 
know how it moves. When the Alien draws near, 
blast it! Luckily, it won’t come up to the upper level 
in this area. 































PRISONER 


PRISONER 


START 

4:30 


PRISONER 


PRISONER 


PRISONER 


FINISH 

1:54 


W Level 3 is where the action starts to get a little 
' more hairy. There are some very long shafts In this 
area of the colony that Ripley can fall into. The central 
shaft with the diagonal ventilation ducts should be 


avoided. A fell down this shaft will leave Rtpley 
severely bruised and tn ah undesirable position. Precious 
time can be lost if Ripley doesn't watch where she is 
going. 


U you Jtrcn‘1 contl den 

that you can guide Ripl. 
to the exit on time, don 
Bother going for the va' ‘ 
ou» Power-Up Hems 
the area. They 0100 *' 
worth the effort 


8(J yWwvfle r'o 
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PRISONER 


ONER 


START 

4:00 


PRISONER 


EMERGENCY! 


PRISONER 


FINISH 

1:04 


It isnt over for Ripley when sha 
completes Level 4 She will have fo 
press on or ihe outcome will he 
obvious Aliens will ultimately make 
ihoir way to Earth Dont let it happen 1 


Another live prisoners have been captured by the Aliens ihe shall, but it's the fastest way toget where she 
and are calling to he rescued in Level 4. When R ipley gets needs to go. The fifth prisoner in this area will be 
to the upper right corner in the area, make her jump out freed as Ripley passes him on her way down, 
into the shaft, She ll get humped around on the wav down 


if Ripley needs it* climb 
Quickly, press and wild down 
the B Button White she is scal¬ 
ing the steps. She automati¬ 
cally hops up to a higher .level 
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RPG fans rejoice! The fourth Dragon 
Warrior adventure from Enix is on the 
shelves and it's big! This installment 
features five, count 'em, five different 
Chapters. The first four Chapters fea¬ 
ture different adventurers in different 
areas of the Dragon Warrior world. 
Chapter 5, larger than the first four 
Chapters combined, brings it all to¬ 
gether. The Chapter concept is great. 
It gives a player a greater sense of 
accomplishment by having smaller 
games within a larger game. It's very 
important, especially with games that 
take a long time to complete, to attain 
many goals while you play. Enix aptly 
delivers this goal-oriented style of 
game playing with Dragon Warrior K. 


C 1992 trt 
0 1992 In 


[HE BEST YET 

r frSfon Warrior fan*! should really 
< Ilf tty* tjflw ftdwntufc. There’s, no 
big churns io*hs graphic* depart 
otiv hut the erooj points m ths 
variety gt* characters end enemies., 
the fiO^orferftsd style airplay anff 
the T«a that a lot of pldysn arc 
already fttitufiasr with the Dragon 
Warrior garnet. 




■UjlP* 


2d tow ito Mf'lfWiX' MStoL' 
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Chapter 2 


Chapter 1 


In Chapter 2 Princess Alena of 
Santeem Castle dreams if ene dey 
becoming the wood's foremast fighter 
The King tier father won t tear il it 
Against his will she ’eaves the Castle 
with her two companions Cnsto and 
Brty and s*ts off on a journey to find 
greatness Alena will prove her 
strength es 3 fighter ic her father and 
to nvwyone at the tournament in Endor 


Chapter 1 15 short in comparison to 
the other four Chepters of the game. 

Its ntf vpry cwnpliceted arthir This is 
gieat because it will allow players 
who are unfemiliar With the Diagon 
Warrior senes a chance to Qet up to 
speid with how the game vrorks The 
qual is to find the Flying Shnas to be 
eble to reach Loch Tower sc you cen 
rescue the children who have teen 
kidnapped 


Chapter 4 


Chapter 3 


Two sisters Mura the dancer end 
Nara the fortune teller have revenge 
on their minds Every dey they wait 
lor Balzack. the fiend who killed their 
father to ceme into town Unable to 
wait any fonger the sisters embark on 
a purney of vengeance end eventually 
come face to foe* with Bitock. When 
Chapter 4 ends, the finof chopler 
begins and e new Hero appears. 


Taloon a commoner aspiring to be 
tha world’s preeminent arms merchent 
is the star of Cheplw 3 He tives in 
lakanaba end mirks es e clerk in a 
weapon shop there. In order to attain 
his goal ha sets off on s quest to own 
his own weapon shop The money 
required to apan a shop is tremendous 
Teloon will have to work axtremriy 
hard to realize his goal 
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CHAPTES 




THE ROYAL SOLDIERS 


Ragnar, Captain of the Royal Soldiers of Burland 
Castle, risks his life daily in service to the King. Chil¬ 
dren in the surrounding lands have been disappearing 
at a staggering rate. It’s a tragedy and it must be 


stopped 1 The King sends Ragnar to solve the problem. 
The children have a secret playground. There, Ragnar 
finds the all-important Flying Shoes that the inn¬ 
keeper at Izmit Village was talking about. 


THE FLYING SHOES 

The Flying She f will W found when 
R igtiar discovjfs th kx Aion of the chi!- m m 

'Ten’* yieret p**yground Located in the •- 

playground is a wen. R» ; nur will have to ’ 
Jump into t weB and ierct the m .ze at 
the bottom. Tti„ Flying Shoe, are lot ;tcd 
in chc# ou the second floor of the well's 
labyrinth. When Ra jnar locates the chest to* v» 
and the Hying Shoes, fie tan use them as 
an hem. Aptly named, the Flying Shoes 
allow Ragnar to fly into the sky and cross 
gaps like the moot surrounding Loch 
Tower. Oddly enough, Ragnar will find the 
children nt the top of Loch Tower. How¬ 
ever, making It to the top of Loch Tower 
won’t be an easy task. Ragnar must find 
strength, too. 


\ * 


n 


3n 



ymm mid m mmm \ 
uIMT; p*) 

khnrnfn is your rnvari. 


htCMi Krflhtnrndftt 

A* Uch Tvtm rout 


TREASURES 

Medical Herb 
Flying Shoes 
600 Gold Pieces 


CHAPTER 


ALENA'S ADVENTURE 


Alena’s journey in Chapter 2 will take more time to 
complete and will take her to more places than Ragnar 
had to go to in Chapter I. She can handle it, though. 
She’s tough. Someone m her own village once called 


her a tomboy. The events that occur in Chapter 2 lead 
Alena to enter and compete in a tournament in Endor. 
She enters to save the Princess of Tempe from marry¬ 
ing the evil Necrosaro. She must succeed! 


ALENA'S ESCAPE 






in* 


first /VieiM win have *<? H 

deceive her father, the Si 
King, by tolling him > , - 2 h, 

that she doesn’t wont to *" s***‘ »*" 

leave the cattle. When 


the man repairing the • d *“ toe i ^ 
can break through die wall toexn the castle. Cnsto 
■ ~ Bruy will automatically join and accompany 


COLISEUM 




plena must battle five foes when sir 
enters the Endor tournament Th* 
goal is to defeat Necrosaro. Hun f> 
the first opponent, followed 
Roric. Vivian, Sampson and Lin¬ 
gua?. Linguar can be the most di 
cult because he can split his • * 
into four parts. Alenu can only atta-l 
one part at a time and three parts w 

jO % >41*11* 



* 


m 


* 


v 
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The dreams of owning his own weapon shop drives trouble, he’ll have a chance of opening up a shop of his 
Taloon to take up his own quest in Chapter 3. There is own in Endor. With the help of a few friends and a dog 
trouble brewing between the kings of Bonmalmo and named Tov, Taloon will get his own shop, but he’ll 
Endor. Taloon knows that if he helps to alleviate the have to earn well over 60,000 gold pieces. 


IVETA TO 


After Teloon l $ opto 
ed his weapon shop in 
Endor he’ll still ft m m 
jofurnty about the t o»n 
frysidfrjcollectini wt p- 
pas, irmof rnd ?oid 
pieces, Nett, T loon** 
wife, '> «i excellent 
*tlvSperson. While heN 
»wiv,Ah/Uworkin thv 
shop for.hun. Bring her 
WtMpons^o she as wii 
them *1 « l*r*e p<ufit. 
Shell make u tot of 
motley for 'Moon's 
endeavors. He’ll need 


Endor can be reach,4 iftbe brie 
south Of Bontmlmo it, rep. tired. 
Give Winn ofWyvcrntotfu; prU 
sober in Bonir, In 3 and then visit 
him at hit home in L fc.nxbe. 
Borrow, his dog, Tov, -nd *a to 
Foxville. Tov fox» * out tee fbxi 
and in irchitect will fix the 
bridge. 


5sis°».as« 


ANk1w«x«|K>. «»lu 
ttfcmta M wilt f» tfie 


Ifle tOitu MU mr Mnn 
ottfimriy wH hi the B*r m 


Tlw imjnajMd nrn will Nut* film Um guant*, 
ChMk yiu *r tfc> Wing at t'o*a utk to thi pug 
Wyw* . n>#n in ih* put 



•mru *n» 

■ Mr r*»ir* 

m 

L 


4 

► 1 
H 


«.m * imm i 


m 

ffivkttlt'l 

j&J 

i ^ 

. Tii 



Balzack, once a pupil of the great alchemist, Edgar, greatest dancer in the land and Nara is skilled in the 
killed his former teacher in order to steal his greatest art of fourtune-telling and has a good knowledge of 
invention. Mara and Nara, Edgar’s daughters, are magic. First they must return to their birthplace of 
determined to avenge their father’s death. Mara is the Kievs in order to locate Balzack. 


BALZACK 


SEEK 


As set out to-locate B Izack, thf 

first siepilhetwo sistars need to take is 
to talk to the kin® in Keeteon. With 
tt help of some explosives acquired 
fa'ijathe mine in Akt arete* the kinr'a 
chambers otn be tooted. 


Wht Mtrt ind N r* finally tncouotei 
Bali let, they should immediately .pse tf 
Sphere <of Siiepee to contain the spells ih*t he 
i-tin u ia in tattle. Without the Sphere of Silence 
tbeitfs not much hope for the sisters to win to 


«tf fall** 


VOLUME 46 85 















*rr THE CHOSEN ONES 


All through the first four chapters of Dragon Warrior 
FV, you will have used characters that were provided 
for you. However, in Chapter 5, you get to use a new 
hero. When you began the game, you entered a name 
for yourself This is the name that will be given to the 
hero. Chapter 5 brings all the previous chapters and 
characters together to save the world You will travel 



to many places where you had previously visited and 
will go to many places you have not yet seen. The Evil 
Force that you were warned of in previous chapters 
is now trying to arise. With the powers of all the 
characters combined, the Evil Force can be repelled. 
Patience will be a necessity because Chapter 5 is very 
long 




BORROW THE WAGON 


FTom the Desert .Inn. your pffty 
wit! heed ip Uoe Hector's horse 
nd w '.on to erosvth : fles rt. To 
obi in them. & to ihe Cawe of 
Betrayal nd the Symbol of 
F ath. Swcin* that you tit * 
Symbol of Faith, Heitor will allow 
you to use hh horse and wiigon. 


You y*rpf cjlm i urn 
p*MM« Hictw kf 
wing the SymhJi. 


uf faith 


THE LIGHTHOUSE 


Taloon will join your party with 
his ship when he is able to sail out 
of Konenber. However, he can't 
set sail until the Great Lighthouse 
is operating normally. Find the 
Fire of Serenity and use it to make 
the lighthouse beacon shine 
brightly again. 




tm IB AM a m IrjMIlTCI* mi find UpM cut Umm U* iwtfus. ati 

Rm a Smuty, ifciuM Im twti ngim. 


ACQUIRE THE P, 

While in Mintos. Cristo, a mem¬ 
ber of Alena’!, party, has taken 
ill. Goto the Cave ofPaduqula to 
f nd the Padequia Seed and then 
JL take it to the King of Soretta. He 

will give you the medicinal Pmte- 
> quia Root Use the Root to cure 

Cristo. 






wnc aw- 


uy Miimii/ ujc SMi, 
you’ll hi «bi« to obtain the 
faintd Padtfiia Nutt 


BATTLE REELEON 

i^agretr, from Chapter 1, & bat- 
ding soldiers in Kedeon Castle 
While he’s fighting, your party 
should b® set on finding 
Keelcon Upon entering the 
king's chambers this time, you 
won’t find Balzack. you’ll locate 
Keel eon. Fight and defeat him 
Ragnar, the last companion, will 
join your party, now. - - 


im p-prCf *to »to fls u kfctan IU lift* the 
Iwt twmnm iwghty fogni«r. 


With utt Mflit* u) Omiaji, 
guiy wiH tww Em awiplitu 


L ! / 

- Vuht*** 

TALK 

%k|. ^ yg M II i 

r? 

-» ■ ■ «■ ■ 

1 »NFUT 

i 

x: HT* I 

r : 

t» »Ur4 || 

r J 

•• Him ♦ 
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GO AHEAD, MAKE 

The Kinf of Statfeix says Ifefti 
no'Otie tefto«$iNn*k< him laugh 
will ts fftfcqBde'f <3o to Myn 

h.uat. f>t tilkTd ihe M talei* 10 
ifi^pp»sm behind the stage This 
P ’,rtc^th? j«tt«r to we lh lunir 
IheZenilKixitidm «ltt>t*vGur* 
if the king laugh: 


IMJt IMCBA. 
Olaft >IEN 

m ?. 

mm icmw.H 


Wtt 
tum ■ 


unjjMM.mj U.M, * 

Tttk tv«* Mute «i »w iiuo Pun. flu iNMr. tCuu* 0» 
MM tfw «U|( m Mmkaota. m*W* if Mkin| &a king l«mtt 


OBTAINED? 


FINAL 


The Queen of Gardenbur win 
accuse your par ty of stealing the 
Bronze Amulet. Prove your 
innocence by finding thcrwl thief 
in the Cave Southeast of Garden- 
bur. When sherealizesthm you're 
innocent she'll apologize hnd give 
you the Final Key 


u.-.swss w*- 

t hv *n*»**w !•£ 


THE PALACE OF NECROSARO 


Your parts will have to fuce off 
■igainst fotir hiddous dragon-like 
bosses? Andcroug, Ridimvice, 
InfurnuS Shadow and Gigade- 
mon, before the final confronta¬ 
tion with the ev il Ncerosaro. Save 
your game at. die Final Refuge 
after fighting each of them. 


Remunte « u* w* (jvn* 4M 
dflfHlmi Mdl tat AOMW. 


mi cturtfttusly 


r—™ 

t •#«■« 

iHAMi'- 

M*» ■ 1 


all 

nmstrt ««rn 

M 

■"j 

i ram* 

W • u 



HHUI 

Ut IUH II 


, k | 



MV 

7*3 









I >1 Ifotf 

|| vrMsss* 

Utamn 

*J 

■ a-nwiij 


DRAGON 


KING SLIME 

W hen battling any k irtd of Slimes, 
allow them to all for reinforce 
ments. When eight Slimes appear 
on the xscreeni, they will-transform 
into a ICine Slime. Defeat the 
King Slime to raiki in mass gm<n* 
Wics of fcxperfcncc Points *nd 
tnddrpioco’ 



Ut IU* O/Jkf SitQMi iliilM <)« fctag 
Qritar inti i §f®u{t w «ntf mp tin tatfiu. 
•i|ht . 


DEFER TREASURE 

When TiHon unites in 'Ve 
af the Silver Statuette in Chapter 
i, leave all the Items you find in 
•tha Cheat nd only tafct, the 
Sil'd?Statuette. In Chapter!. the 


NIGHT MOVES 

When the sun goes down and 
night fills, the people in th 
■easily and town. will 01 eiwimes 
be doin’ somethin else, lit 
Sleeping. However* there am in- 


Items in the Cheats will be mom 
important to your party. Pick 

them up then 



si4in.es where you will need Jo 
enter u town in the evening tofmd 
out important information 


lUhto aVf Ml 
ibaSMv SWiwM in 

hm. _... 


Uk# mow Whir 

tomA. Gaittak m 
Cht|Mr 6. 


W) 1 

tail 

1. 

m«i 

HI fl ( ** flv 

||l III T. D 
it * n | 



Ditffeq tin rfiylimt, Dm ut «Iuj 

you cis Hm nwny fc (fim M 

rtiuijE. Wt 
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ADVANCED 


ADVANCED 


The Animation in this educational game is top-rate. All 
of Mickey’s various actions have been humorously 
animated, adding to the fun, Carefully tip-toeing along. 


soaring through the air, and scratching his head are a 
few examples of Mlekey’s entertaining antics that make 
this game a winner 


88 NINTENDO POWER 


Mickey and his friends ere set¬ 
ting out on a great safari all 
across Letterland. Equipped 
with his trusty butterfly net, 
Mickey searches through 
jungles and tundra in his quest 
for letters. Searching both high 
and low, he finds letters in 
some of the strangest places; 
high in trees, deep in caves, 
even inside a pyramid. Once 
Mickey finds the letters, he 
must piece them in order back 
at the museum with the help of 
his pal, Goofy. With three differ¬ 
ent skill levels, this Safari can 
thrill even Mickey’s youngest 
fans As the adventures con¬ 
tinue, the young and young 
at heart can’t help but have 
fun ... while learning to spellI 
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LETTERLAND 


MICKEY’S SAFARI 
LETTERLAND 



When you arc selecting one of 
the various stages, you slide the 
magnifying glass over the map 
to the area you want to play 
After you complete an area, a 
picture of Mickey will cover 
that part of the map Be sure to 
explore all of the areas’ 




After you find the block at the end of each level, 
Mickey must put it into Goofy’s strange machine 
The block will turn into a letter that you must help 
Mickey put m the correct place at the Museum. 


As you arc exploring a level, you can find up to 
three letter gems. If you find all three gems, 
you will be rewarded with a word at the end of the 
level. 


Out comas a block 


The block goes into 
Goofy s Mechinc 


Kelp Mickey place the Success' Mickey jumps 
latter on the sbeJf for |oy 



As you complete all of the areas, the shelves at the the museum. Together they sing a song to celebrate 
museum start to fill ujx When you have all of the their success. After all the help that you have given 
letters* Ludwig Von Drake will join Mickey in front of Mickey, you should join in the song as well! 


After oil of the blocks haw been found, Mickey 
can celebrate his success 


As Ihe areas are completed tin pile ol letter blocks 
grows 
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TM 



fart h has been overrun by a host of nasty vil¬ 
lains that are set on exploiting all of its natu¬ 
ral resources. The people are being hypno¬ 
tized, the whales are being kidnapped, and 
the minerals are being shipped to other 
planets. A hero has been sent to save the 
people of Earth in the form of a small purple 


alien named Widget. Armed with his small 
laser gun and the power to transform himself 
into other creatures. Widget must work his 
way through traps set by the likes of Mega 
Slank and Bizarre Brain. With five tricky 
stages to complete, Atlus brings this cartoon 
hero to life on the video game screen. 






Wldget has the special ability 
to change into a wide range of crea¬ 
tures. Each creature has a different 
power that will help Widget pass the 
obstacles that block his path. As 
each of the bosses is defeated. 
Widget gams the ability to change 
into something new Every time 
Widget transforms, he uses M.P. 
(the purple energy meter), so try to 
keep his changes to a minimum. You 


can refill Widget’s M.P by picking 
up the purple balls that some of the 
enemies drop when you defeat them 
Mega Brain is the only power that 
doesn’t need M.P. to work. You can 
use it to see the map, ask for advice, 
or to exit a stage when you’re 
trapped. It may take practice to learn 
how to use each creature, but don’t 
give up' 



•CANNON 



Widget starts the game with 
the ability lo chnnge into 
Cennon Widget Its high 
powered shots can lika curt of 
•o enemy in ene blow Use n 
on enemies that usually tike 
many shuts to bwL 


‘MOUSE 



After Mega Slank is (bleated 
in Stafo J Widgat will racoive 
Ihe ability to transform wte 
Mauso Widget He can then 
squaw* into smell spices end 
make extra long jumps 
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•ROCK-MAN "BIRD-MAN 


"DOLPHIN 



The Rock Men Widget carries 
e super stiong punch, so 
strong it can break through 
walls Rock Mon is also safe 
from many attacks. If Widget's 
frfa meter is Jow Rock Men 
can get you through Ihe stogo 


The Bird Men Widget can fly 
enywtiorcr en Ihe screen This 
is great for getting Power Ups 
that era oul of Widget's reach 
Bird Men also shoots o fireball 
that can drs'roy any enemy 


The Delphw Widget is perfect 
for stages with water It can 
swim in water witheut 
receiving damage end can 
shnot powerful buists if an 
Ihet defeet onemios Ihtt com# 
too dose to the water's edge 


TM and © ATLUS Software Inc n 1992 ZODIAC Entertainment Inc 

WIDGET is i tracfemirk ol ZODIAC Entertainment, Inc, Licensed by 20DIAC Emerti nmertt, Inc 







































WIDGET 




■ When Widget tries to rescue 
I the whales, he must work his 
I way past many water crea- 
I tures. Use the Dolphin and 
I Bird-Man Widgets to make 
I the water areas a breeze 
I When you fight Bizarre 
I Brain, try to save the life refill 
I until you need it. 


Knowing how to deal with 
the different enemies in the 
Final Stage will make your 
job easier. When you encoun¬ 
ter the Space Pigs, don't 
shoot them or they will 
charge at you Also, shoot the 
Bizarre Brains from a dis¬ 
tance to avoid being hit 


In order to save the Earth, 
Widget must complete five stages 
and defeat each boss The first boss 
that must be defeated is Mega Slank 
After that, you can complete the 
stages m any order you choose You 


will automatically go to the Final 
Stage after all of the other stages 
have been Finished Below is our 
recommended order for finishing 
stages so you’ll get all the powers you 
need 


When you work you' way 
through this stage, there are 
many Power-Ups that you 
can't reach. Return to this 
area to get them after Widget 
can change into new crea¬ 
tures To defeat Mega Slank. 
get dose and fire as fast as 
you can You should be able 
to beat him fairly easily 


2 OR. DANTE 


Dr Dante is the second boss 
to defeat. Mouse Widget 
will come m handy for mak¬ 
ing some of the tougher 
jumps m the trees 


0 FLIM-FLAM 


These twins are really at 
tached to each other that is 
Getting to these guys can be 
tough Use the Mouse to 
run through the first half of 
the stage and avoid ail the 
enemies 
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W hot do Mego Mon, 
Mickey Mouse ond 
Guile hove in common? And 
why would Nintendo Power 
devote four poges to o sin¬ 
gle licensee common/? All 
three choracters in question 
stor in hit video games 
mode by Copcom, o li¬ 
censee with o record for 
consistently coming up with 
top-notch products. We 
wanted to toke o closer 
look at the compony to try 
to ono/yze its winning for¬ 
mula—and to find out why 
its gomes ore so good. 


Mega Man first debuted on 
thcU S video scene in 1987 
and quickly developed a 
large following of die-hard 
fans Precise play control 
and an unusual cast of char¬ 
acters packed with personal¬ 
ity made it an instant and 
enduring hit with players. 


STREET FIGHTER n 


If you stepped into an 
arcade in the past few 
years, you saw a long line 
of players waiting eagerly 
to drop their quarters into 
StreetFighterD Last year, 
when it was released for 
the Super NES, they were 
able to challenge their 
friends at home. 


MICKEY MOUSE 


Shortly after it became one of 
the four original Nintendo 
licensees, Capcom inked a 
deal with Disney, allowing it 
the nghts to make games 
starring some of America's 
best-loved animated charac¬ 
ters, including the marvelous 
Mickey Mouse. 
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BEHIND 

THE SUCCESS STORY 



A CAPCOM 
CHRONOLOGY 


E stablished in 1985, Capcom 
USA. signed with Nintendo in 
1986 and came out with its first 
games for the U.S. market a year 
later Since then, it has put together 
an enviable string of hits, beginning 
in ’86 with NES versions of arcade 
games and continuing with last 
year’s Street Fighter II and this 
year’s eight-bit hit, Mega Man V 
What makes its games so success¬ 
ful? JoeMorici, senior vice president 
of Capcom U.S A , says that it’s the 
quality of Capcom games that sets 
them apart. While any software pub¬ 
lisher might make the same claim, 
Capcom’s ratings support his state¬ 
ment: Of Nintendo’s 70 licensees. 


Capcom consistently leads the pack 
To develop its winning games, 
Capcom employs 500 designers, more 
than any other licensee. It seeks out 
talented, young designers who work in 
teams Each team comes up with a 
concept and concentrates on one game 
until it’s completed, which can take up 
to a year and a half 
Another factor that figures in 
Capcom’s success is that it takes 
first-rate licenses and makes solid, 
entertaining games. Its early align¬ 
ment with Disney gave the company 
the opportunity to bring some of the 
world's most well-known characters, 
including Mickey Mouse, to life via 
video games. 




THE ARCADE 
CONNECTION 




C apcom’s roots are Firmly plant¬ 
ed in the arcade, where it pro¬ 
duced classics like 1942 and Ghosts 
’N’ Goblins, and some of its biggest 
successes have been in bringing 
arcade games home to the NES and 
SuperNES Street Fighter II is a case 
in point TheSupcrNES versionsold 
1.5 million copies in the first six 
months it was available in the U.S. 
and became a mega-hit worldwide 
It’s so popular in Europe that it’s 
packed with the system in the U.K., 


replacing Super Mario World And 
when Nintendo Power ran its annual 
pick of the paks list in January, it 
ranked number one, knocking Nin¬ 
tendo’s own game, The Legend of 
Zelda—A Link to the Past, out of the 
top spot Our Capcom source tells us 
that the arcade version of Street 
Fighter III is in development but 
won’t be out for some time Which is 
the next arcade game you’ll play at 
home? Capcom has announced 
plans to release Final Fight II for the 
Super NES in ’93 


.GAME BOY 
NES 


$UPEB NES 
I...ARGA0E 


I. .1042 


1964 

1985 


■ ♦ 
4 


6UNSM0KE 
SECTION Z 


THE SPEEO HUMBLER 


1986 




AVENGERS ■ 1842 

COMMANDO ■ ..SI0E ARMS 

OHO STS N’GOILfNS ■ .TROJAN 
LEGENDARY WINGS ■ .XX MISSION 


1987 


BID NIC COMMANDO 
BLACK TIGER 
LAST OUEL 
MEGA MAN 
1943 


SECTION 1 

.STREET FIGHTER 
.TIGER RDAQ 
TROJAN 


1988 


•IONIC COMMANDO 
DYNASTY WARS 
FORGOTTEN WORLDS 
.GHOULS *N' GHOSTS 
GUN SMOKE 


LEI END ARY WINGS 
MICKEY 

MOUSEWAOES 

.1343 

..STRIOER 


OUCK TALES 

FINAL FIGHT 
MEGA MAN 2 


1969 




STRIOER 

MM. SQUADRON 

WILLOW 


1990 


$ 




... A0VENTURES IN THE 
MAGIC KINGDOM 
I . CARRIER AIRWING 
I ..C RIF 'N 0ALE 
RESCUE RANGERS 
I . COOE NAM! VIPER 
!. .RESTINY Of AN 
EMPEROR 
I OUCK TALES 
[...GARGOYLE'S QUEST 


.UTTIE NEMO THE 
0REAM MASTER 
MAGIC SW0R0 
MEGA MAN 3 
MEGA TWINS 
.MERCS 

STREET FIGHTER 
2010; THE FINAL 
FIGHT 
,Y0i NQIfl 


1991 


.CAPTAIN COMMANDO I 

.FINAL FIGHT I 

.THE KING OF I 
DRAGONS 

THE UTUE MERMAID I 
MEGA MAN OR. I 
WILY’S REVENGE I 
MICKEY’S I 

DANGEROUS CHASE 


SNOW BROS 
STREET FIGHTER D 
SUPER GHOULS N’ 
GHOSTS 
TALC SPIN 
3 WONDERS 
U-H S0UA0R0N 
WHO FRAMED 
ROGER RABBIT? 


1992 


BIONIC COMMANDO 

DARKWING DUCK 
GARGOYLE'S QUEST I 
GJ JOE THE 
ATLANTIS FACTOR 
0010 MEDAL 
CHALLENGE 
KNIGHT OF THE 
R0UN0 

.MAGIC SWOfiO 
MEGA MAN 2 
MEGA MAN 4 


.THE MAGICAL 0UEST 
STARRING MICKEY 
MOUSE 

.0U1Z St 0RAG0NS 
SNOW BROS. JR. 
.STAR WARS 
STREET FIGHTER fl 
. STREET FIGHTER (I 
CHAMPIONSHIP 
COITION 

SUPER CUSTER RROSs, 

.VARTH 


1993 




OARKWING DUCK 
RUCK TALES 2 
THE EMPIRE STRIKES 
BACK 

FINAL FIGHT fl 
GOOF TROOP 


THE LITTLE MERMAIO ’ 
MEGA MAN 3 
MEGA MAN 5 
MIGHTY FINAL FIGHT 
.MVP FOOTBALL 
TALE SPIN 




y 




































One of Mage Men's appeals is that ha gets 
the abilities and weapons of tos anemias 
when ha deteals them Ha can switch ond 
use new ones as he acquires them 


Rock Man is big business in Japan Has so 
popular Ihet all sorts of products everything from 
comic books to action figures feature the mega 
hero 


I n a video game world packed with 
superheroes, why does Mega Man 
stand out 9 Players cite the clean, 
sharp graphics, superb play control, 
interchangeable weapons and the 
variety of enemies as some of the 
reasons they like the games so 
much. And whenever a new game is 
announced, everyone wants to know 
who the enemies will be 
Mega Man is known as Rock Man in 
Japan, where he has a female cohort 
Rumor has it that he was almost 
named Rainbow Man because he 
had seven weapons and the rainbow 
has seven colors. Fortunately, some 


far-sighted soul realized that Rain¬ 
bow Man was a pretty wimpy name 
for a superhero, so they ealled the 
duo Rock and Roll The U.S. Mega 
Man games don’t include Roll, and 
Morici, who thought that Rock Man 
had little meaning to the U.S audi¬ 
ence, came up with the Mega Man 
moniker. The game caught on m a 
big way in the U S., prompting Cap- 
corn to create additional Mega Man 
adventures for both NES and Game 
Boy. A Super NES Mega Man game 
is slated for later this year—and no, 
wc ean’t tell you who the enemies 
will be. 


Wh«n ws ran a contest estartfl playws la send thwr ideas 
for Mega Man characters wo were flooded with antnes 
We senl them on to Cspeom far future yams consideration 


MEGA MAN: 

A CHIP OFF THE OLD ROCK 



THE FINEST 
FIERCEST FIGHTS 



In Japan. Rock Mon is s hit with 5 Famicom games 
to his credit But when hu came to the states, the 
Rock Man name had to go 



C apcom has made a name for 
itself by creating fighting 
games with intense, head-to-head 
action, a genre that plays especially 
well in the areade setting, where 
players line up for their chances to 
knock off the king of coin-op hill. 
While early arcade titles such as 
1942, Section Z and Trojan made 
successful transitions to the NES 
market, only more recent games like 
U.N. Squadron and Final Fight were 
able to take advantage of the tech¬ 
nology of the Super NES to really 
bring the feel, look and sound of the 


Ths anginal Finef fighl game was released 
for Ihe Super NES in 1990 


The amazing Street Fighter n phenomenon 
started wrth its release Iasi summer 


Tho first Final Fight was not in feci final The sequel is scheduled for 
release this spring 


arcade games home Of course, 
Street Fighter 11, with its simultane¬ 
ous, two-player mode, has become 
by for the biggest hit among arcade 
translations. Players hooked on the 
arcade version were 
finally able to have 
almost the exact play 
experience at home on 
the Super NES, and 
they responded by buy¬ 
ing the game in record 
numbers. What's next? 

Capcom recently an¬ 
nounced that Cody and 


Haggar will be back in a new Super 
NES version of Final Fight 1J later 
this year. It’s a two-player title that 
promises to deliver all of the bonc- 
bashing action you can handle. 
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THE DISNEY 
CONNECTION 






Capcom s collection of Oisney titles includes many characters |bal are 
popular hen but not m Japan Rescue Rangers, starring Chip 'n Dale. 
<s very popular here but a slow-seller in Japan 


A lthough Capcom has been tre¬ 
mendously successful with its 
Mega Man and Street Fighter II 
characters, it’s still much safer to 
develop games based on characters 
that arc already well-known and 
liked. That’s why Capcom’s relation¬ 
ship with Disney has been so impor¬ 
tant Mickey Mouse, for example, is 
known and loved worldwide, so a 
game that puts him in the starring 
role will have the mass appeal that 
can make it an instant hit That’s not 
to say, though, that Capcom could 
stick Mickey in just any game, good 
or bad Disney is very protective of 
its characters—it won’t allow them to 
be used unless the product meets its 
high standards, which Capcom’s 
games do, time after time 
Many licensees develop and market 
their games m Japan and decide, 
based on sales there, whether or not 
to bring them to the U S Capcom, 
on the other hand, develops its Dis¬ 
ney games in Japan, but the design¬ 
ers work with the American market 
in mind. That’s why they’ve scored 
big with games like The Little Mer¬ 
maid, Darkwing Duck and Duck 
Tales The characters may not be 
well-known in Japan, but they cer¬ 
tainly are popular here 
Capcom will be coming out with 
Goof Troop this spring, and the 
really big news is that it’s developing 
Aladdin, based on the hit animated 
feature, for release later this year. 



DOES THE FUTURE HOLD? 




A side from the games Capcom 
has officially announced, we 
can only speculate about what else it 
plans to produce in the future. If it 
continues with its tradition of trans¬ 
lating hot arcade titles, we might sec 
more of them join Street Fighter 11 
and Magic Sword in Capcom’s Super 
NES lineup sometime in the months 
or years to come If today’s big 
arcade hits become tomorrow’s 
Super NES titles, we might see 
games such as Knights of the Round, 
King of Dragons, Captain Com¬ 
mando or Cadillacs & Dinosaurs 
make their way to home systems. In 
the meantime, players can anticipate 
Final Fight II, Super Mega Man and 
Aladdin, to name but a few of the hot 
games that keep Capcom at the top 



□3...KNIGHTS DF THE ROUND 
El.,.MAGIC SWORD 

51.. .THE KING DF DRAGONS 
EL, CAPTAIN COMMANDO 

15.. ,CADILLACS & DINOSAURS 

{IlHHulnM 
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Thank you, thank you! Yes, it's that time again. Time for the Nester Awards to be given to the best 
games of 1992. The judges deliberated for days while choosing the nominees. Nowit's up to you, 
the faithful gamers, to choose the best of the best. Cast votes for your favorite game in each 
category on the Official Nester Awards Ballot, then send it in to us. Only one vote per category, 
please. The lucky winners will be showcased in Volume 48. Now, get voting! 


T his year marks the fifth time 
that the Nester Awards have 
been given out From their auspicious 
beginnings back in 1988, the Nesters 
have always given the Nintendo nod to 
the best games of the year Just in case 
you’re wondering what games have 
won Nesters, we’ll take a brief trip 


down Nintendo Power’s memory lane 
In 1988, the NFS was the only system 
that Nintendo had available The 
Nester for the Best Overall game went 
to Zelda II: The Adventure of Link 
while the Nester for Best Challenge 
went to The Legend of Zelda. In 1989, 
Nesters went out to Teenage Mutant 
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And the nominees are: 



For Theme and 


For Graphics and Sound 


The Add** Fmly 

Road Romwr > 5 Death Yaley Italy 

The Lagmd at Zitis-A Lila the P*i 

SaoSbar 

Soper Star Win 


1 The Ugund af link to IN P* 
Z Maria hint 

3 The Strips**: krf $ N#' w* 

4 Street Fighter H The World Warner 
5. Super Star Wars 


latmea: Mm if IN Jekar 

Lectny Tunes 

Soper Mano Land 2-SGeMee CelK 

MefiMaeQ 

Prince ef hraii 


Darfcmi Duck 
The Empire Strike: lack 
Knnty’s Fun Heuse 

Meu M»IV 

TMNT HL The UaWuttae Project 


t. Kruet/s Fa How 
? Mepa Man IV 


4. SpderMan Ratim af the SfenMw Stx 

5. TMNT HI The Manhattan Pnject 


Well defined, vwH-OTimated characters ami buckyiwm& in what counts 
the mot* in this category The jeundtrwk should also be emoyaWe end fi 
the overall tom of the game. For years, this has brae e hotly contested 
category. 1992 appears to ha no different* 



For Challenge 


1 The Man* famly 
l The Legend ef Zetfa-A La* la the Past 
3. Sped Megafon* 

4 Supir Smash TV. 

5. Super Star W»s 


t . labnan; Return ef the Jetor 
1 lienfc Commando 
3. fl-aukte Drape 
4 Mega Mae D 
5 . Utom* The Rum it ft * 


1. larkwltg Duck 
l Drape Warriar IV 
3.6J Jee The Attends factor 
4. Map Man IV 

i Prince of ftrali 


The games that usually rate the highest in the Challenge category an tho 
games that cai test the skill level of every player, not just the experts. 
Actio a end role-playing games received the moat nomiastions in this 
category. 



For Play Control 


1. Mra ID: The Alan Wars 
l Street Fighter JT The WmU Warrk 
3. Super Mario Kart 
4 Super Star Wars 
5, T1AWTIV Turtles l« Time 


1. forkwug Duck 
Z FeixThe Cat 
3. Mega Man IV 

4 Power Hide II 

5 TMNI HI The tlanhattae Preset 


No matter huw great a gome may look and souid. if you cai't control your 
characters very well, your appreciatMi of tho game will ba limited. There 
cai't bo enough focus placed oa this extremely 
important aspect of gaming Who's m control? — M \ 


Ninja Turtles for Best Overall game 
and to Mega Man If for Best Graphics 
& Sound. In 1990, Game Boy was in¬ 
cluded in the voting The 1990 Ncster 
for Best Overall Game Boy game went 
to TMNT. Fall of the Foot Clan. The 
NES Nestcr for Best Overall game 
went to Super Mario Bros 3 Last year. 



in 1991, the competition for the coveted Ncster was tougher 
than ever before The Super NES was introduced to the 
public and was also included on the ballots. Battletoads 
took the Best Overall Nester award in 1991 while the Best 
Overall games in ihe Game Boy and Super NES categories 
were Metroid 11. Return of Samus and Super M ario World, 
respectively. We are eagerly awaiting your votes so we can 
crown the winners for 1992* 
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Please use the card below to specify your choices for the 1992 Nester 
Awards. Find the letter that corresponds to a specific category, then circle the 
number (1 through 5) that corresponds to your choice in that category. 
Please choose only one number for each category for questions A through S. 

Graphics & Sound 

A Super NES 
B Game Boy 
C NES 

Theme & Fun 

D Super NES 
E Game Boy 
F NES 

T. Please indicate, in order of preference, your five favorite Super NES games 

U. Please indicate, in order of preference, your five favorite Game Boy games 

V. Please indicate, in order of preference, your five favonte NES games 

W. What game won the Best Overall Nester in the Super NES category for 1991 ? 


Challenge 

M Best Hero 

N Best Viliam 

G Super NES 

O Most Innovative 

H Game Boy 

1 NES 

P Best Sports Game 

Play Control 

Best Overall 

J Super NES 

O Super NES 

K Game Boy 

R Game Boy 

L NES 

S NES 


Answers to the Plaver’s Poll - Volume 46 


Name 


Address 
City_ . 


;* 2 * e y 




Membs's-'-c \ : c 


Acs 




Match the category to the letters listed, then circle the number that corresponds to the game you are voting for 

- . 


A. 1 2 3 4)5 

B. 1 2 3 4)5 

C. 1 2 3 4 5 

D. 1 2 3 14 ' 5 

E. T' 2 3 4 5 


F. 1^3 4 5 

G. 1 2 3 4 ,5 

H. 1 2; 3 4 5 

I. 1 ® 3 4 5 

J. T 2 3 4 5 


K. 1 2 > 3 4 5 

V 

L. 1 ’2 3 4 5 

M. 1 2 3 (4 ] 5 

N. 1 2 3 14\ 5 

O. 1 2(1) 4 5 


P. 1 2 3 4 5 

Q. 1 2 3 T) 5 6 7 

R. 1®3 4 5 6 7 

S. 1 2 ,3 4 5 6 7 


3. XI 4 5. > 


T. Indicate numbers 1-79 (from list on back of card) 1 " r 2. 

U. Indicate numbers 80-140 (from list on back of card) 1. f- 2 / >' 3.^/' 4. j X 

V. indicate numbers 141 -214 (from list on back of card) 1. / ( - 2. /,; / 3. ^ " 4 _ 5 _ 

W Trivia Test Answer: > • t . -> > ! 


*/ 




£±-L 


2iL 



. ® • GET POWER TO BURN WITH 
BACK ISSUES AND TIP BOOKS! 


Did you know that you can get 
back issues of Nintendo Power ? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you can I Just fill out the other 
side of this card. 


So what are you waiting for? 

Fill it out Detach it. Mail it. Here's 
the address: 

Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 
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Super NES Games 
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BACK ISSUE / TIP BOOK 
ORDER FORM 


If you missed these classic Nintendo Power Issues, dant miss out nowt 
Prices fasted include the cover price plus the cost of shipping and handling 


Name 


Addrm 


City 

( 


1 


sane 


zip 


Ptw>e Mfimb#r*Np Ne 

Pleas* check method of payment 
Check or Money Order 
{Payable to Nintendo) 


MasterCard 


Visa 


Credit Card Number 

( ) 

Expirabon Data 

Cardhokters Signatue 

Tfrfephon© No 



Cardholder's Nam* 


Ni 5*i 
*2226* 
#2223/ 
92337\ 
•23CA3 
#23245 
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"ind fhe nominees are,,. 



For Best Hero 


Tbvrt wvt rotny Butatondrr* harm n chotaa fram ihit 
yur Factors hat ihwW mfluMC* yur dtusitn art h* 
chmctoi's armgth. agility. valar in- wtoaom. WN 
will ha lift Minding at* Kw du* MW Only yw* 
\ can Jacidi. 



st Innovative 


ft fsrft afian that • |imt t,im ttong and caschts 
•Wfyant , i vttvnti jn Mcatuv af its originality Th» 
linits n« minted in this category tat Jia niw it vita 
iwwa tfchniftgm and gragramimt 1 ptrjptctJVK m 
frw vutaa gun* fans a rafrKhing cfiar.ft 



The btddut of the bad fa* coma together here tor ywrd 
really give 3 np who you thrift should be crowwd D M 
sure do! Which dim of these nasty characters 
do you leva to hate the most? n* > 


rwal Theyduit 
wl One," but m 


Any System 



Thera’s rwt much to sty taut m cttogtry ft's 
^irly MlfHuplinatory Tht he>1 spirts gums ef idl 
tirtt are thaat that ci*Mdy rveemfeli the 
achin jf d» real gtma. Thv Super NFS 4 

« inly piwidvs |nogrammars the «pp*~ 
huuty to da just hat* 



Like clockwork, these Nintendo Power people keep ask¬ 
ing me to announce and hand out these awards every 
year What I can’t figure out is why they won’t let me 
choose the winners Everyone knows that I have a colos¬ 
sal amount of knowledge about these games That’s gotta 
be why they put me on their trophies! Anyway, it’s your 
right to vole, so you should take the time to do it! 


VOTE! 


GRAND PRIZE 


ONE WINNER 

25 Games of YOUR CHOICE! 

Choose from Super NES, 
NES and Game Boy games! 


That’s right! We’re giving you a chance to win 25 
great games’ What’s even better is that YOU are 
the person who gets to choose those games if you 
win 1 Choose 25 Super NES titles, 25 NES titles, 25 
Game Boy titles, OR you can choose a combination 
of games for the three Nintendo systems. 
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Overall 


4. Street Fighter Q 

nit World Warrior 

5. Super Mario Kart 

6. Super Star Wars 

7. TMNT IV: Turtles In Thne 


5. Mega Man Q 

6. Prince of Persia 

7. Super Mario Land 2 

-8 Golden CoHis 


1. Batman 

Return ol Hit Joker 

2. Bionic Commando 

3. Kirby's Dream Land 

4. Looney Tunes 


5. Mega Man IV 

6. Spider-Man 

ftotum of the Sinister Six 

7. TMNT m 

The Manhattan Project 


1. Darkwing Duck 

2 . Dragon Warrior IV 

3. The Empire 
Strikes Back 

4. Krusty’s Fun House 


This is it The big one! The game that emerges victorious in this 
category will be crowned the Big Cheese of videogames for 1992! 
Consider the nominees carefully. Every aspect of the games 
counts in this vote. Remember, you can only vote for one. 


Official Contest Rules 


To enter, Just fill out the Player's Poll response 
card and vote for the Nester Awards, or print 
your name, address, telephone number and 
Volume 46 on a plain 3 V 3 .* 5 ' card Mall your 
entry to 

NINTENDO POWER 


PLAYER'S POLL 
P.0, Box 97062 
Redmond, WA 98073-9762 


One entry per person please All entries must be 
iarkea i 


postmarked no later than April 1, 1993 We are 
not responsible for lost, stolen, or misdirected 
mall On or about Apnt 15,1993, winners will be 
selected In a random draw Inf from among all eligi¬ 
ble entries. Winners will be notified by mail By 
acceptance of their prize, winners consent to the 
use of their names, photographs, or other like¬ 
nesses for the purpose of advertising or promotion 


pensatlon Chances of winning are 175 
1,000,000. Limit one prize per household No 
substitution of prizes is permitted All prizes will 
be awarded To receive a list of winners, which 
will be available after April 30,1993, send your 
request to the address above 
GRAND PRIZE SELECTION OF GAMES The 
Grand Prize winner will be awarded 25 yames of 
his or her choice The one hundred Second 
Prize winners will each receive one Super NES, 
NES or Game Boy fame Second Prize games 
may have been used in Nintendo retail displays, 
but are guaranteed to be In proper working con* 
dition Second Prize games will be chosen by 
the Nintendo Power staff All games are subject 
to availability Some restrictions apply Contest 
not open to employees of Nintendo of America 
Inc., their affiliates, agencies or thtlr immediate 
families This contest is sub|ect to all federal, 
state and local laws and regulations Void where 
prohibited by law 


on behalf of “Nintendo Power" magazine and 
Nintendo of America Inc without further e< 


SECOND PRIZE 100 winnersi 
Choose a Super NES, NES or 
Game Boy game! 

100 of our lucky readers will 

receive one Super NES, NES or Game Boy game Game 

titles will be chosen by the Nintendo Power staff 


THIRD PRIZE 


50 WINNERS 


NINTENDO 

POWER 

JERSEYS! 
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Super Morto Lond 2 hos token the number one spot for Gome Boy by o londslide, scoring nearly 
twice the points thot Metroid H did, Tecmo Super Bowl holds on to the top spot on the NES chort for 
the second month in o row, but Morio is fighting his woy back to number one. 



9 MONTHS 



4 MONTHS 



1 5 MONTHS 


SUPE 



STREET FIGHTER II: 


THE WORLD 
WARRIOR 



6.366 [ 
ITS 


POINTS 



The hot action of Street 
3 Fighter II holds on to the top 
spot once again. With awe¬ 
some graphics like this, you 
can't lose 1 


7 6,658 

POINTS 


8 


FINAL FANTASY H 
SUPER MARIO WORLD 
F-ZERO 


9 5,973 

POINTS l 


THE MAGICAL QUEST stihm™ 

SUPER MARIO KART 110 P&INTS ROAD RUNNER'S DEATH MUR MID' 



r 


MARIO PAINT 


Creativity is the key 
■ z., 07-0 wh <-‘" playing with 
POINTS Mar '° Pamt. The fun 
^ J never slops 1 


12893 


Mano and his racing buddies 
have zoomed into second 
place. Does Mano’s kart have 
the turbo power to take first 
place 9 We ll see next month 

THE LEGEND Of 2ELDA ftHff 

Once again lank is fighting 
evil monsters, finding valu¬ 
able treasures and saving the 
beautiful Zclda. Lucky for us 
a hero's work is never done 

NCAA BASKETBALL 

With fast breaks and 
slam dunks you can get 
your team to the Final 
Four 


11 


-JO <392 




POINTS 


-IQ 3 , 76 / 
lO POINTS 


SUPER STAR WARS 

I0HN MADDEN'S FOOTBALL‘93 
SIMCITY 




■I. 3,3*7 


POINTS 



itfSSI 


9,538 

POINTS 


THE SIMPSONS: hitsnightmare 

15 FONTS r MNT EZ: TURTLES IN TIME 

ACTRAISER 
17 mints CONTRA IE: THE ALIEN WARS 

SUPER CASTLEVANIA 
19 & SUPER PLAT ACTION FOOTBALL 

FINAL FANTASY MYSTIC QUEST 


18 2 ,75 


POINTS 

2,747 


On 2,545 
tU POINTS 
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6 MONTHS J 


4,436 

POINTS 




15 MONTHS 



4 MONTHS 



OY 


SUPER IflARIO LAND 2- 



sa 

fiOLOEN COINS 

Mano's latest adventure hits 
taken the world by storm 1 
Help Mario recapture the 
land from Wario. Hurry, 
before it's too late’* 


METROID JL mm 



SAMUS 

Samus has fought her way 
back into the number two 
spot It’ll be a tough battle if 
she wants to steal number 
one from Mario 


KIRBY’S DREAM LAND 



Kirby is cleaning up the 
charts again The fun-filled 
action of this game keeps 
pushing the cute little wamor 
towards the top 



9,415 

POINTS 



The original Mario game 
for Game Boy is still 
rocking the charts! 



TETRIS 


Strong pro and player 
support has kept this 
classic near the top Let’s 
gel Tetnsized! 


6 7,787 

POINTS 

/ POINTS 

5,689 1 

POINTS 

9 kmnts] 

OkHv) 


3,763 

PCXNTS 


19 3,550 
I Z . PO INTS J 

ia 

S4SB 


1ft 2 998 

ID POINTS 

17 


] 


"2,902 ~] 
POINTS 


r. 


10 2,8 93 
lO POINTS 


10 2,870 


POINTS 


OA 2,856 

£\3 POINTS 


FACEBALL 2000 
DR. MARIO 

MEGA MAN IN OH, WILT'S HEVENGE 

BAHLETOADS 
F-l RACE 

FINAL FANTASY LEGEND Q 
ALTERED SPACE 

TMNT H: HIGH FHOM THE SEWERS 

THE SIMPSONS: ESCAPE FIOH CAMP OEROUf 

MEGA MAN II 

TMNT: FILL OF THE FOOT CUN 

YOSHI 

FINAL FANTASY LEGEND 
FINAL FANTASY ADVENTURE 
MEGA MAN 1 








917 

I NTS 


MONTHS, 





54 MONTHS 


TECMO SUPER BOWL 6 raws) TMNT ID: the mahhattan phoject 



This hot game has held on to 
the top spot for the second 
month in a row Can it cut it 
in the off season 9 


SUPER MARIO BROS. 3 


U-I 


Mario has moved closer to 
retaking the number one spot. 
Less than 200 points separate 
number one from number 
two Go, Mario 1 


THE LEGEND OF ZELDA 


The action never ends m 
Link's classic first adventure. 
His popularity will keep him 
on the charts for months to 
come 1 




BATTLETOADS 

These guys aren t your 
average frogs These 
Web-foots mean action! 


il 


MEGA MAN j 

Everyone s favorite 
XSiC android rounds out the 
top Five this month with 
his fourth hit game! 


5 


5,137 , 

p6nts 


METROID 


8 S FINAL FANTASY 

9 ,ffl TETRIS 


DR. MARIO 

[1 Tjkmntsj 

MEGA MAN HI 


NES OPEN TOURNAMENT GOLF 

13 poiNTs TMNT H: the ahcaoe game 

\<\A 3,301 1 

14 PONTS ! 

■■ ~ 

ZELDA I: the aoventuhe of linh 

15 ) 

SUPER MARIO BROS. 2 

(16 

TECMO NBA BASKETBALL 

3235 TOSHI 

(18 K>ms 

[19 i&tNre 

20 && 

MONOPOLY 

TINY TOON ADVENTURES 
BASEBALL STARS 
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LOOK FOR THESE 


WHERE IN TIME IS 
CARMEN SANDIEGO? 


Company Hi-Tech 

Suggested Retail Price . .. SS9 9S 

Release Date February 1993 

Memory Stze . 8 Megabits 

Gam# Type. Edutainment with historical and geographical puzzles 

Carmen San Diego and other V 1 L.E hench-persons scour 
the globe in our time and throughout history to steal price¬ 
less artifacts. Your job is to track down the fiends by using 
a time warp device In each location you visit, you can 
question witnesses and informers plus look for physical 1 
clues. If the culprit has been there, the clues will lead you 
to the next location of the thief, but it's up to you to deci¬ 
pher the clues One of the strengths of this game is that the I 
clues can range from direct geographical references to 1 
mentions of the art, music or literature from a particular 
country. For instance, a clue leading you to Russia might 
mention the Kremlin, or Tolstoy. Eventually, you will 
amass enough data to identify the thief; and when you 
catch up to the brigand, you'll bring him or her to justice 



□ You can select from five separata text languages, which makes 
this a language tutor as well as a fun game 


O At higher levels of play, the personal clues are given so infre¬ 
quently that you might track down the suspect before you have a 
warrent, which may result in a failed mission 


RELEASES SOON 


SUPER CONFLICT 


Company. .... -- VfcTokai 

Suggested Retail Price Not Available 

Release Dote .... .. .March 1993 

Memory Size . . .8 Megabits 

Game Type .. . MiOtaiy strategy 


The strategy of military conflict has fascinated mankind 
for millennia What does it lake to lead an army to victo¬ 
ryVic Tokai’s military strategy game gives you the 
chance to order modem land, air, and naval forces in more 
than 50 .scenarios 



□ Unlike soma map-based strategy gamas, Super Conflict gives you 
immediate visual feedback The learning curva is well designed, eas¬ 
ing you into simple scenanos at first with complex scanarios at the 
higher levals. 


O It is difficult to see the difference between the highlighted selec¬ 
tion on the Option Manu and those that aran't highlighted There is 
no provision for changing from Fast Battle mode to Long Battle moda 
during a scanario 


KING ARTHUR’S WORLD 


Company.. . jateca 

Suggested Retail Price ..Nat Available 

Release Date. . . ... March 1993 

Memory Size . . . 4 Megabits 

Game Type Acfton/puzzle strategy with Super NES Mouse com¬ 
patibility 
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□ Great realism during the dog-fighting stages Multiple missions. 


The marching soldiers of King Arthur's World are as 
mindlessly dedicated as lemmings, and just as engaging. 
You must direct their attacks in three worlds, each of 
which contains many kingdoms. This month's review will 
help you plan your campaign. 

□ Rich backgrounds, rich music, compelling game play Excellent 
game control with the Super NES Mouse 


3 Control during the bombing mission can be confusing at first The 
movement of the plane in the bombing missions is jerky, mekmg fly¬ 
ing and targeting ewkward 


WAYNE’S WORLD 


B The controls for selection of troops and cursor movement are 
awkward when using the regular Super NES Controller The result is 
that you can lose troops by making a simple cursor movement error 
The upper stages are strange worlds that seemingly have nothing to 
do with the Arthurian legend 


BRAWL BROS 


Compony .. ..- . ■ Jaleco 

Suggested Retail Pnee . --------- ...Not Available 

Release Dote . .. . February 1993 

Memory Size. ..«••• -12 Megabits 

Game Type Scrolling street fig nr with two-player option and VS 
mode 

The year of the street fighter continues with Jaleco’s 
Brawl Bros., which is not a sequel to Rival Turf or 
Double Dragon, although it does share some of the char¬ 
acteristics of those games. The basic battle takes place on 
the street with one player or two playing simultaneously. 
At the end of each stage is a clone of one of your pals. 
Thrash the clone and you’ll be able to use your fellow 
fighter for future fisticuffs Each character has basic kick¬ 
ing and punching moves, plus an easy-to-use special 
attack. You can also pick up weapons and use them 
against your enemies You can play a buddy in the VS 
Mode or activate the “Angry Mode” which gives you a 
burst of energy when you've received a certain amount of 
damage. Very cool. The characters are also pretty cool— 
not just the standard sircct thugs in blue jeans and torn 
sweatshirts. 



D Good graphics end cool characters plus some easily performed 
special moves set this game apart Two-player action is a must in 
this type of game 


B Nothing new in the street fighting genre A small variety ol 
moves 


SUPER STRIKE EAGLE 


Company.. 

Suggested Retail Price.. 

Retease Date. 

Memory Size . 

Game Type . ... 


Microprose 
$69 95 
. March 1993 
8 Megabits 
Air combat simulation 


The F-15E Strike Eagle is a remarkable aircraft capable of 
engaging ihc most agile enemy war planes or carrying out 
bombing missions deep behind hostile lines This simula¬ 
tion captures much of the tactical feci ol a real mission 
Strap yourself into the cockpit for this month s review. 


Company . .T'HQ 

Suggested Retail Price . . .-.. .$54 95 

Release Date . . ... .March 1993 

Memory Size . . .- 8 Megabits 

Game Type..Sciolllng action based on the movie 

Wayne rocks and rolls through this action game in search 
of his buddy, Garth. 11ns game is a digital extravaganza 
of sound and graphics in which Elvis returns from the 
great beyond NOT' Check out what's really in store in 
this month’s review Four worlds. 



□ Cool themes, graphics and sound are the highlights of this game 
There is a high degree ol challenge 

B Some digitized graphics hava an extremely long access time, 
causing long pauses in the action The hit detection range on objects 
is very small, so you must jump directly to the center ol an object or 
lall through it 


TINY TOON ADVENTURES 


Company . Kooami 

Suggested Retail Price .. Between $49-59 

Release Date .. - February 1993 

Memay Size. ... .8 Megabits 

Game Type.Cortoon action stewing the famous Tiny Toon 

characters 


Buster Bunny charges through a world of crazed toons, 
traps and puzzles in six wildly diflerent levels with multi¬ 
ple stages. The inventive bonus areas between action 
stages are almost as fun as the regular game Both the 
graphics and animation will remind you of the TV cartoon 
antics ol Buster. As for game play, he may look cute and 
cuddly, but he is definitely into turbo-charged action. Get 
up to speed with this issue s review 



□ Buster's high-speed dash is great Look for outstanding graphics 
and sound 1 Also look lor a wide variety of game situations from 
strategic bunny bopping to bonus rounds 

B The theme of the game might attract young pleyers who find it too 
challenging 
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ULTIMATE FIGHTER 


MILON'S SECRET CASTLE 


Company. . 
Suggested Retail Price 
Release Date 
Memory Size 
Game Type .. .. 


Culture Brain 
$64 50 
. March 1993 
.12 Megabits 
Street fighting aetion 


Options galore arc what set Ultimate Fighter aparl from 
the rest of the street-fighting crowd of games. Not only do 
you have dozens of offensive and defensive moves, you 
have eight levels of difficulty and five play modes. The 
main game has scrolling fighting action like Sonic Blast 
Man or Double Dragon Play control of your fighter is 
good, but many of the opponents aren't that tough. For 
variety, there are 32 enemy characters in the game, and 
you can use a Password to continue in the Journey Mode 
For alternate player action for up to eight contestants, try 
the VS Tournament mode. There is also a Boss Mode— 
you just fight the boss—and a Battle Mode, in which you 
can fight any ol the 32 different enemies. There is even an 
Animation Mode, which allows you to command your 
character without actually being in physical control. The 
graphics look nice and the large characters will remind 
you of Final Fight, but there isn't a lot of variety. 



Multiple player options end lots of moves will keep street-fighting 
fans coming back for more 

□ Some of the moves arc difficult to control, and for some moves to 
be effective you must initiate them only when an icon appears on 
your character Nothing really new for this type of game 


ADVENTURE ISLAND 2 


Company 

Suggested Retail Price 
Release Date.. 
Memory Size 
Game Type . . . 


Hudson Soft 
. . . $29 95 
March 1993 
... 2 Megabits 
.Scrolling action 


Master Higgins searches eight adventure-filled islands for 
Jcanie Jungle, who has been beamed up by aliens With 
the help of friendly dinosaurs and lots of Power-Ups. 
including hidden warps, Higgins jumps and shoots his 
way through this sequel Check out the hidden items in 
this month's review. 




«*Js* 


Good control and lots of stages moko this game a lasting chal¬ 
lenge 

Really nothing new from previous Adventure Island games 


Company 

Suggested Retail Price 
Release Date 
Memory Size . 
Game Type .. 


.Hudson Soft 
.. ..$29 95 
. March 1993 
... .1 Megabit 
Room stage action 


It s up to Milon to find the hidden treasures that can save 
Queen Eliza, but it won’t be easy, even with the lips from 
the review in this issue. Fans of the original NES Milon s 
Secret Castle will find the same searching, jumping and 
shooting action. 




Lots of chellenge and hidden stems 

You must fire your bubbles everywhere if you expect to find the 
hidden treasures This can require e lot of patience. 


SUMO FIGHTER 


Company 

Suggested Retail Price 
Release Date 
Memory Size 
Game Type . .. 


.DTMC 

$29 99 
March 1993 
... 1 Megabit 

Scrolling action with event bonus stages 


This is a far cry from DTMC’s last Game Boy title, 
Lazio’s Leap, but it is just as involving in its own way. As 
a champion sumo wrestler, you strap on your diaper and 
go to battle with an evil samurai who has kidnapped your 
sweetheart Okay, so you aren't about to play this game 
for its plot or characters Instead, look at the action. Your 
sumo moves are unique—hand slaps, earth-shaking foot 
stomps, forearm pushes. In a word, it’s weird, but fun too. 
There are bonus areas where your super sumo wrestles or 
fights in other disciplines such as kick boxing. The pass¬ 
word lets you move forward continuously in the game and 
you can boost your skill levels with experience points. 




Variety of game play, plus honusosthat include various sporting 
events 

□ Although Sumo wrestlers ere big, sumo wrestling is not well- 
understood in the U S Some players may be confused by the theme 
end action as a result 


TALE SPIN 


Company . 

Suggested Retail Price 
Release Date 
Memory Size . 
Game Type 


. . .Capcom 
. Not Available 
.. March 1993 
.1 Megabit 

.. Side-scrolling cartoon character action 
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TUMBLEPOP 


Baloo the bear dons his goggles and takes to the air in the 
latest of Capeom’s Disney character titles. Baloo\s plane 
flics upside-down when steered to the left, and rightside- 
up when piloted to the right of the screen. Although the 
graphics look sharp, the action can be confusing with all 
the necessary switching between upside-down and right- 
side-up. 



□ Big, fun graphics 


| Awkward upside-down view when flying to the left 


KRUSTY'S FUN HOUSE 


Company 

Suggested Retail Price 
Release Date 
Memory Size .. 

Game Type. 


- ... Acclaim 
. ..$27 95 
March 1993 

.1 Megabit 

.Room stage puzzle 


The third reincarnation ot Krusty s Fun House offers 
more of the same puzzles in complex rooms where ever)' 
rat is for himself. After leading the rats to their demise, 
Krusty must uncover the secrets of the room and then 
move on. This month's Power review takes a closer look 




□ This game has a lot of depth and will keep both action and puzziu 
gamers playing for a long time 


9 Unless you only have a Game Boy, playing Krusty's Fun House on 
the NES or Super NES with the improved graphics is a bettor choice 
Also, if you already have one of the other games, this version offers 
nothing new 


THE EMPIRE STRIKES BACK 


Company Capcom 

Suggested Retail Pnce . ... . Not Available 

Release Date ....March 1993 

Memory Size ..1 Megabit 

Game Type ..— Side-scrolling sci-fi action 

Luke is back, and so is Ihe Empire in this nearly identical 
copy to the NES game While the story is told m cinema 
graphics, the action takes place in traditional side¬ 
scrolling and vertical platform areas. T his month’s review 
covers the basics of Jedi survival. 


□ Superior cinema graphics Variety of action characters, including 
vehicles end mounts Very challenging 

B It is difficult to fight in close quarters due to the speed of the ene¬ 
mies. the number of times they must be hit to be defeated, and the 
slowness of the control functions 


Company . . •-... —. .Data East 

Suggested Retail Price Between $24 95-$29.95 

Release Date ■ ■ January 1993 

Memory Size .... . . ..1 Megabit 

Game Type . .Action puzzle 

Whoever would have thought that vacuum attacks would 
become so popular on Game Boy First there was Kirby's 
Dream Land, and now there is Tumblepop. Your character 
in Tumblepop uses a vacuum to suck up baddies and spits 
them out as letters, coins or Power-Up Hems, which you 
then collect Power-Up items include such things as roller 
skates to speed you up, or clocks to slow things down. 
You can also buy these items in the store The action 
takes place on a single screen where you jump between 
platforms while sucking up the enemies. 



□ This is a big game with lots of areas to conquer The Power-Up 
items speed things up considerably Bonus rounds allow you to stock 
up on the items 

B The action levels don't really offer much variety It’s never really 
cleer why you are supposed to be collecting letters to spell TUM¬ 
BLEPOP It's equally unclear what your goal is in any given level 


LETHAL WEAPON 


Comnanv 

. .Ocean 

| IpVll P T ■ 

Suggested Retail Pnce 

$49 95 

Release Date . 

.. - ..March 1993 

. .. 2 Megabits 

JYld I ivn y ■ ■■ ■■ ■■ ■ ■ 

Game Type. 

■ ■ t ■ ■■ * 

Scrolling action based on the movie 


Riggs and Murtaugh are back on the street stopping crimi¬ 
nals any which way they can Usually that means shooting 
them, but when they run out of bullets, they aren’t above 
using their fists and feet. Although this is a one-player 
game, you can use either of the LAPD s most mismatched 
partners, and you can switch back and forth in the middle 
of a stage. The five levels of straight action allow move¬ 
ment up and down on the path, but the perspective can 
make jumping on top of objects difficult. 



BThe action is non-stop and you have your choice of characters, 
each of which has his own offensive fighting strength, which adds to 
the variety of play 

B The game doesn't capture any of the feeling of the movie Hit 
detection when you shoot an enemy character requires you to be 
lined up precisely with him Overall control is rather poor 
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BREAK TIME 


Company _PCI 

Suggested Retail Pnee. . $3499 

Release Date .. . March 1993 

Memory Size ! Megabit + 256K RAM 

Game Type . .Pool tournament 

FCI has put logether a pool loumamenl for ihe NES with 
pro players from around the country. Each of the profes¬ 
sionals has his or her own favorite tricks, but you can 
check out I heir moves on Ihe Watch Mode. The basic 
game options for one or two players include Rotation. 8 
Ball, 9 Ball, 14-1 Rack and the National Tour 

□ The game contains many of the standard pool variations 

B Slow cursor speed and unrealistic movement of the balls over the 
table 


KID KLOWN IN NIGHT 
MAYOR WORLD 


main character who travels around the world finding 
ancient letter tiles The challenge is more in Ihe learning 
than in the game play itself, as you can see in this issue’s 
review. 

D A great alphnbet\readmg eid for preschool kids. 

O No game play or harder levels to make the game interesting for a 
wider renga of players. 


DRAGON WARRIOR ESZ 


Company . . .Enlx 

Suggested Retail Price . Nat Available 

Release Date. October 1992 

Memory Size.4 Megabits 

Game Type .Role-playing adventure, 4tt> In the series 

The quest in Dragon Warrior EZ lakes place in five chap¬ 
ters. each with different churaeiers and missions. The 
world is huge and the story is compelling. Other innova¬ 
tions include the use of Tactics during combat in Chapler 
5 so you don't have 10 command each party member This 
month's review should help you over Ihe hurdles of this 
sprawling adventure. 


Company. ..... . . Kemco 

Suggested Retail Price Not Avalable 

Releose Date . March 1993 

Memory Size. .2 Megabits 

Game Type. ..Scrolling aetion 

Kid Klown is aboul the most unlikely hero imaginable, 
but the evil Night Mayor will have his hands full once he 
kidnaps Kid Klown's klan Through six stages of jumping 
and balloon popping action. Kid Klown ines lo save his 
family. He'll take on a large menagerie of animal enemies 
plus bosses at the end of each stage The play is fairly 
easy when you start, but picks up in challenge the furlher 
you progress. If you play through ihe game once, you can 
play again at a higher degree of difficulty The coolesl 
move in the game is when Kid Klown holds onto his bal¬ 
loon and floats back down to earth This is a great way lo 
gel past some enemies. 



□ Good graphics and control 


B Low challenge factor during thn first round of play 


MICKEY’S SAFARI IN 
LETTERLAND 


Company. .. .HiTech 

Suggested Retail Price.. . $44 95 

Release Date . . March 1993 

Memory Size . . .. .2Megc*>tts 

Game Type .Educational scrolling aetion tor pre-schoolers 

This Game Pak from Hi Tech is really a learning lool for 
kids who arc just starting 10 read Mickey Mouse is the 
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D Multiple characters and story lines A huga world to explore 
New fighting tactics for parties 


B The graphics are not as high quality as previous Dragon Warrior 
games 


TERMINATOR 


Company . . landscape 

Suggested Retal Price . ... $49 95 

Release Date .. Februory 1993 

Memory Size . . . .i Megabit 

Game Type Scrolling action based on the movie 

This aclion game is based on the original Terminator film 
in which lime travel is used to prevent unwanted events in 
the future. Your character is the Terminator and your mis¬ 
sion is lo go back lo I9K4 lo find John Conner. Ihe rebel 
leader who is only n boy Although the missions are based 
on Ihe movie, liltle else of the game will remind you of 
the film The game may be about saving the world, hut 
you II wish you d saved your money. 




D You can pick up extra weapons as you progress 


D Blocky graphics end awkward jumping and shooting control 
result in uneven, jerky play 
























Company UN 

Suggested Retail Price . . . $49 9S 

Release Gate . March 1993 

Memory Size .... ..2 Megabits 

Game Type Scrolling action adventure based on Alien 3 




Ripley races against time on ihe planet Fiorina 161 to 
save the humans in this nest of super aliens She'll have to 
locate the captives in huge mazes while staving off alien 
attacks and searching for extra weapons and ammo This 
month's Power review will get you started on a challeng¬ 
ing mission. 


□ The raCB-agamst-timc aspect of this game keeps the tension 
high Good sound and lots of vanety of weapons Configuration mode 
lets you set your difficulty level and choose up to nine lives 

B Tha graphics don't vary much between stages to the point that 
you mey wonder if you've progressed at ell Jumping control is not 
as precise as it could be 


SUPER NES TITLE 

COMPANY 

k4AY If JO 

POWER METER RATINGS 

G P C T 

GAME TYPE 

BRAWL BROS. 

JALECO 

2P-S 

3.3 

3.3 

3.3 

2.9 

FIGHTING ACTION 

KING ARTHUR'S WORLD 

JALECO 

IP-PASS 

3.S 

2.S 

3.2 

3.7 

STRATEGY PUZZLE 

SUPER CONFLIG 

VIC TOKAI 

2P-A BAH 

3.1 

3.3 

3.4 

3.3 

COMBAT STRATEGY 

SUPER STRIKE EAGLE 

MICROPROSE 

1P-PASS 

3.4 

3.1 

3.7 

3.6 

AIR COMBAT 

TINY TOON ADVENTURES 

KONAMI 

IP 

4.1 

3.7 

3.8 

3.8 

COMIC ACTION 

ULTIMATE FIGHTER 

CULTURE BRAIN 

2P-$(8P-A) 

3.3 

3.1 

3.3 

3.4 

FIGHTING ACTION 

WAYNE'S WORLD 

T*HQ 

IP 

3.6 

3.1 

3.S 

3.3 

COMIC ACTION 

WHERE IN TIME IS CARMEN SANDIEGO? 

HITECH 

IP-PASS 

3.1 

2.8 

3.4 

3.S 

EDUTAINMENT 


GAME BOY TITLE 

COMPANY 

HAY INFO 

POWER METER RATINGS 
G P C T 

GAME TYPE 

ADVENTURE ISLAND 2 

HUDSON 

IP-PASS 

3.6 

3.9 

3.3 

3.1 

ACTION 

THE EMPIRE STRIKES BACK 

CAPCOM 

IP 

3.4 

3.0 

3.3 

3.6 

ACTION 

KRUSTY'S FUN HOUSE 

ACCLAIM ~1 

IP-PASS 

3.4 

3.1 

3.3 

3.3 

ACTION PUZZLE 

MILON'S SECRET CASTLE 

HUDSON 

l P-PASS 

3.0 

2.S 

3.S 

3.S 

ACTION PUZZLE 

SUMO FIGHTER 

DTMC 

IP-PASS 

3.1 

3.4 

4.0 

2.9 

ACTION 

TALE SPIN 

CAPCOM 

IP 

3.3 

3.1 

3.1 

3.1 

COMIC ACTION 

TUMBLEPOP 

DATA EAST 

2P-S PASS 

3.1 

3.3 

3.1 

3.2 

ACTION PUZZLE 


NES TITLE 

COMPANY 

FlAY WO 

■ 3 1 :M\i .1 

mmmmm 

T 

GAME TYPE 

ALIEN 3 

UN 

IP 

3.1 

2.8 

3.4 

3.4 

ACTION 

BREAK TIME 

FCI 

2P-A 

2.6 

2.9 

2.9 

2.9 

POOL 

DRAGON WARRIOR IV 

ENIX 

1P-BATT 

L2.9 

3.3 

3.S 

3.4 

RPG 

KID KLOWN IN NIGHT MAYOR LAND 

KEMCO 

IP 

3.2 

3.S 

2.2 

2.S 

ACTION 

LETHAL WEAPON 

OCEAN 

IP 

2.4 

3.0 

2.4 

2.3 

ACTION 

MICKEY'S SAFARI IN LETTERLAND 

HITECH 

IP 

13.6 

3.8 

2.2 

3.0 

EDUTAINMENT 

TERMINATOR 

MINDSCAPE 

IP 

2.7 

2.6 

2.6 

2.S 

ACTION 


wJM ill i Games are made to be played with os many 
You can get the most out of yaur 1 « eight players Some also employ o battery | 

gome chort by uncterstondmg 

the categories Title, Company i NUWlotK W rLAT 1 

ond gome type ore self i S = SIMULTANEOUS i 

explonatary Use this Key to A = ALTERNATING 

understood Play info ond the : BATT = BATTERY 

voluoble Power Meter ratings ( PASS = PASSWORD i 


POWER METER 

The Pros at Nintendo HQ rote 
eoch new game Rotmgs ore 
from 1 (poor) to 5 (excellent) in 
four different categories 

G=GRAPHICS AND SOUND 
P=PLAY CONTROL 
C=CHALLENGE 
T=THEME AND FUN 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 




BATTLETOADS IN B ATTLEM AN I ACS TRADEWEST 



After a lengthy wail and ton?, ol spec¬ 
ulation, the toads finally showed up 
at ihc Pak Watch desk in a mid- 
development version from Tradewest 
So, what's the verdict'* Wow 1 The 
frogs are in irue RARE form and at 
their battle-banging hest in their 
Super NES debut, the fall frogs pick 
up where they left off—that means 
they're picking up bones and each 
other, not to mention bad manners, 
while clubbing some of the wildest 
enemies in the universe including the 
Four Pigs of the Apocalypse Great 
special moves include fist hammers 



and giant foot kicks Two player?, can 
take on the terrors of frog-hating 
Fiends, or one can go at it alone The 
graphics are superior all down the 
line, and the game play is just as 
inventive, lun and challenging as the 
NES and Game Boy games The 
eight levels will lake Rash and 
Pimple from the Khaos Mountains to 
the Tower of Shadows where the 
Dark Queen and Silas Volknnre are 
planning the overthrow of the real 
universe They'll ride speed bikes, 
levitation disks, giani snakes and 
pass through a Toad Squashing 




Machine As lor the graphics, expect 
some of the best effects to date on 
the Super NES The reflective floors 
on one level look so clean you can 
almost see yourself in them As good 
as all this sounds, our sources at 
Tradewest say that the development 
goes on They said that the develop¬ 
ment team at RARE won't rest until 
Batlletoads in Battlemaniacs truly 
lives up to the high expectations for 
the game held by Battletoads fans. 
From this Pak Watcher's point of 
view, that sort of commitment to 
quality is a good sign 
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SUPER BOMBERMAN 


HUDSON SOFT 


The Pak Watch source at Hudson 
Soft has revealed that Super 
Boinbcrman will be the first Super 
NES game that allows more than two 
controller simultaneous action 
Packaged with Super Bomberman 
will he the Hudson Soft Multi Tap. a 
controller strip that plugs into the 
second controller slot on the Super 
NES. Not only is this good news for 



Super Bomberman. it is also good 
news tor all Super NES players It's 
a great multi-player game that has 
you racing around mazes with bombs 
for blasting passages, uncovering 
items, and blowing up your enemies 
Hudson told us that they will be 
licensing the Multi Tap specs to oth¬ 
er game developers who arc interest¬ 
ed in creating multi player games 



Already, your Pak Waichcr has heard 
ol half a dozen projects m the works 
We don't need to tell you wIkil this 
will mean for sports titles as well as 
other game genres As multi-player 
fans ot games like Street Fighter II 
already know, there’s nothing better 
than a two-player game, unless 
maybe it's a four-player game 






RAILROAD TYCOON 


Th.s j ward winning PC game Irorn 
Microprose is well on its way to 
becoming one of the most involving 
Super NES titles for 1993 Imagine 
that you have a few million dollars 
and you'd like to gel into the railroad 
business Beginning in North America 
or Europe, you'll establish your own 


railroad. Duild track operaie trcjglu 
and passenger services, buy and sell 
slocks, build industries like oil refiner¬ 
ies and generally do everything you 
can think of to create an empire What 
is so involving about this game is the 
act of juggling so many different ele¬ 
ments as you watch your railroad 


MICROPROSE 


expand across the country The game 
map is full of information such as the 
location of raw materials and existing 
industries ihat require rail service. A 
big part of the game is getting the car¬ 
go to the right market at the nghl lime 
Microprose hopes to pul this one on 
the rails by this Summer. 



POCKY & ROCKY 


NaTSUME 


Natsunie s second Super NES tide 
may be one ot the hidden gems ot the 
year. It features beautiful graphics and 
lots of playability. The overhead view 
gives the game a Mystical Ninja look, 
but the cightdireclion shooting action 
of the characters is much more involv¬ 
ing than “Ninja ” For one or two play¬ 
ers this is a fast and varied play. This 
Pak Watcher preferred using Rocky ta 
raccoon) to Pocky (a little kid), mainly 
because Rocky looks much cooler and 
tan become an invincible statue. 




VOLUME 46 109 

















































mm OUTLANDER 


MINDSCAPE 


At one ume Mindscape was working 
on a Mad Max game, based on ihe 
movie When the licensing deal fell 
through, they made a few changes 
and ended up with Outlandcr As you 
might expect, Ouilander features 
hard driving action in a post nuclear 
war wasteland Most of the game 



involves driving and shooting at bik¬ 
ers and other motorists who are 
attacking you, but there are times 
when you must climb out of the car 
to get gas or food. You’ll have to 
fight for these rare commodities with 
punks along the road. This out-of-car 
action is pretty stiff, but the variety 



is a welcome change to the long 
stretches of behind-thc- wheel action 
The early version reviewed at Pak 
Watch had a few bugs, but the driv¬ 
ing sequence was fairly solid and fast 
with some challenging roads Look 
for this game by May or June 




MARIO IS MISSING THE SOFTWARE TOOLWORKS 


Mario and Luigi lake un a complete 
ly new role in this edutainment/ 
exploration game from The Software 
Toolworks The shots shown here are 
from the recently released PC ver¬ 
sion, hut the Super NES and NES 
games are in the works lor an early 
Summer 1991 release This marks 
the first lime that a license has been 
given by Nintendo for another com¬ 
pany to use its most famous charac¬ 
ters. In addmon to Mano, Luigi and 
Yoshi and assorted Koopas also 
appear in the game While searching 
for missing Mario, Luigi ventures to 


100 famous landmarks around the 
globe and learns interesting facts 
about the history and geography of 
those regions. This game is a pomt- 
and-click, PC’-type game all the way, 
allhough you'll find a few Koopas 



lh.il you can hn for helplul items 
The game is aimed al players 
between eight and 12 years of age. 
but it can be fun and informative for 
any age 




For a guy who s dead. DC Comic hero. 
Superman seems to be pretty amve in 
this game SunSoft's Super NES game 
due out this Spring has the man of steel 
buttling through eight stages to reach 
arch-enemy. Bramiac In addition to 
flying. Superman has super heat ray 
vision, a thunder punch and super spin 
move that wipes out all villainous 
scum on the screen. This is a levels 
and bosses action game that features 
several ot Superman’s foes in addition 
to Bramiac SunSoft also is working on 
a Daffy Duck game bused on the clas¬ 
sic cartoon. Duck Dodgers In The 
24‘/th Century Daffy must foil the 
insidious plots of Marvin the Martian 
Although the game is still in develop¬ 


ment. Sunsolt says to look for a special 
cameo appearance from Porky Pig. 
Which brings up the question, if Porky 
is in a Super NES game today, can 
Bugs Bunny be tar behind? Aero the 
Acrobat is a new comic video game 
hero developed by Sunsoft who will 



appear in Ins own game this summer 
Aero is actually a bat who performs in 
a circus, hence the pun Finally, a 
promising NES title that never made it 
to market has been given a breath of 
new life as a Super NES game called 
Mr. F X ft 
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KIRBY’S ADVENTURE 


NINTENDO 


Kirby, lhat expansive little fellow 
from the Game Boy action hit, is 
coming back, bui this lime m a game 
for ihe NES Kirby may look like an 
innocent little wind bag, but really he 




has great exhalations. His main 
weapon is to suck in his enemies In 
Kirby's Adventure, ihere are special 
bonus areas besides ihe main action 
stages In one, Kirby has an Old 


West showdown This Pak Watcher 
was impressed by the variety of 
actions Not only does Kirby expand, 
he can also shrink, fly. run and morc f 
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DUCK TALES 2 CAPCOM 


Some of ihe best news to reach ihe 
Pak Watch desk in recent weeks was 
ihe announcement that Scrooge 
McDuck would soon be back for his 
second NES adventure from Capcom 
in Duck Tales 2. The new game, due 



oul this Spring, includes Scrooge's 
three plucky nephews, Huey. Dewey 
and Louie in an adventure that spans 
the globe in a quest for the Lost 
Treasure of McDuck They’ll visit 
Egyptian pyramids, a Scotish castle 



and the Bermuda Triangle in addition 
to three more areas Also on the 
Disney front, our Capcom sources 
told us that Goof Troop for the Super 
NES is coming this Summer. 




RANK TENNIS 


NINTENDO 


Nintendo s lop Rank Tennis is the 
latest in the series of four-player 
games for Game Boy. This one fea¬ 
tures a unique ladder system of 
matches, similar to many real tennis 
tournaments The more matches you 


win against higher ranked opponents, 
the higher your own ranking will go. 
After customizing your player for the 
type of favored stroke and foot 
speed, you’ll choose a ranked player 
above you. Other options include 


playing doubles, either against the 
computer or another player in addi¬ 
tion to the four-player option The 
action is fast and surprisingly realis¬ 
tic, Serving is tough at first, but prac¬ 
tice makes perfect 
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The Winter Consumer Electronics 
Show in Las Vegas was as big and 
dazzling as ever Nintendo of 
America and its licensees announced 
more than 150 new Super NES 
games, 40 new NES titles, and more 
than 50 Game Boy games. Video 
game industry people from around 
the world attended to see what games 
and products would be hot over the 
next six months. The following 
report covers the highlights of what 
your Pak Watchers saw at the show 
Nintendo of America showcased 
Sun / ok, which was first announced 
to the world in the January issue of 
Nintendo Power . For Super NES 
developers, this was the first chance 
to see what the Super FX chip could 
do 7 he Lt vend of Zeldo LmA * 
Awakening for Game Boy was far 
and away the biggest news tor the 
portable system while K\\b\ m s 
Adieufme and Yoslu 3 Cookie were 
both welcome titles for the NES 
Capcom. as always, had a bundle 
of hot titles, starting with Final Fight 
//. The sequel to Final Fight has bet¬ 
ter animation and graphics than the 
original and the characters have more 
moves like those in Street Fighter II. 
If you look closely m the background 
you’ll even see some SFII favorites. 
Gottf 7 1 onp for the Super NES 
looked great 1 The announcement that 
Capcom is working on an Aladdin 
game also made headlines. Mighn 
Fowl Fulfil for the NES uses smaller 
characters than the Super NES game, 
but they still have lots of moves. 

Konami’s Batman Returns was 
one ol the most talked about titles, 
but the Big K also told us that Rotket 
Kmght would be coming to the Super 
NES soon Zen and Raging hghti / (a 
Street Fighter 11-type game) are on 
the way for Game Boy along with a 




game based on Batman I tu 
Animated Sent \ and TMNT ///[ 
Acclaim has two football games on 
the way. Super High /input r and NFL 
Quartet hat k Club The second title 
uses Mode 7 effects to give you a 
quarterback-cye-view and QB con¬ 
tests similar to skill contests in NBA 
All-Star Challenge. Alien for the 
Super NES looked like it was pulled 
from the movie! 12 lodgement Da\ 
follows every step of the movie—a 
first for games based on movie 
licenses As a result, you’ll do every- 
thing from riding a motorcycle to 
storming a mental hospital 
Some of the biggest news of CES 



A chw encounter with 


came from the SunSoft booth where 
Ttrz-Mama, Superman. Duf/\ Due k, 
and Speedx Gonzalez were all run¬ 
ning rings around their foes. 
SunSoft's original character Aero the 
Atiohar nearly upstaged the comic 
classics with stunts such as diving off 
of platforms into a barrel of water, 
being shot out of cannons and sliding 
down ladders Another new character 
with purrsonahty. Accolade’s Buhs\ 


Oft Bobt at , was one of the big hits of 
the show along with Muk und Mark 
from Virgin Games. Lucasarts 
Games was showing Monstt > \ (a 
temporary title), which is an action 
game with an overhead view, great 
game play and a wonderfully weird 
sense of humor Monsters features 
twists on all those old. classic mon¬ 
ster movies like a forty-fool high 
baby who squirts milk at you. This 
Pak Watcher found it refreshing that 
these forward-looking companies 
were willing to devote extensive 
developmental resources to non- 
hcensed properties, proving that the 
game is more important than the 
name Tradewest and RARE pio¬ 
neered the concept a few years ago 
with Battletoads , and their success 
can be measured in the anticipation 
for Bairlefouth in Battlemamars t and 
a new NES game. Battle toads Double 
Di agon 

Science fiction was the theme in a 
number of Super NES action/adven¬ 
ture games, from EIcctroBraiiTs 
sprawling and impressive Future 
Zone to the Mctroid-inspired Super 
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Ttrrru an from Seika and Run Saber 
from Alius The biggest and mosi 
expensive license of the year went to 
Ocean, which purchased luiuwu 
Park and promptly sent a team of 



Domlnus 


game developers from the UK to 
California to work with the studio. 
Sci-fi fans will also be happy to hear 
that Spectrum Holobyte’s Sun Trek 
Tin Nc w (it n< i airtw Super NES 
game is ahead of schedule while 
Absolute’s Sun Tick TNG for Game 
Boy is nearly finished. There's no 
word yet on who will pick up Deep 
Spa< e Nine 

Fantasy gamers will want to take a 
look at ASCII’s Donnnus for the 
Super NES, in which you control an 
army of 500 monsters Final bantam 
Adxentnre II for the Super NES spans 
an entire globe with Zelda-Iikc 
adventure and RPG game play while 
Final Famass III follows in the RPG 
tradition of Final Fantasv II. Sescnth 
Saga from Enix is a step up from the 
classic Dragon Wainar series The 
battles are well-animated and you can 
see monsters in an inset screen while 
wandering in the overworld 

In the sports category, this was the 
year ol football with at least 11 new 
grid iron games being shown 
T*HQ’s Spoifs lllnstt tiled 
T not ha II Baseball was the most 
unique concept. The Pak will contain 



two 8 Megabit games The long 
awaited word from Tecmo is that 
their Super NES football game will 
be out next fall. Accolade gave your 
Pak Watcher a sneak peak at Brett 
Hull Henkes. which is being devel¬ 
oped by a bunch of hockey fanatics 
in Vancouver. BC The Brett Hull 
team at Radical Entertainment is 
using Mode 7 effects similar to Sirpei 
Soccer Tecmo’s Super NBA 
Basketball looks and plays great Car 
racing fans will have a feast of titles 
to choose from, led by rop Gan 2 
from Kemco and FI-ROC from Seta 
JVC’s faguar XJ220 is in early 
development, but clocked in at over 
300 mph. Interplay's Rock ct Roll 
Racing is a futuristic bumper blasting 
racer with great music and hot. over¬ 
head-view action, not to mention 



cool-looking cars. Kawasaki 
Cunhhean Challenge from Gametek 
is also ready for the green flag 
Nintendo set up a special display 
of Super NES Mouse compatible 
games that featured, among others. 
SimAnt (Maxis). Lord oj the Rings 
(Interplay). Vegas Stakes 
(Nintendo). Utopia (Jalcco). 
Trnddlcis (Gametek) and Might & 
Magic III {American Sammy, which 
seems to be back in business after a 
complete change of personnel.) 
Koei's Patifit I heater of 
Opeiatoms, a strategic simulation of 
World War 11 in the Pacific, didn't 
have a Mouse option (yet), but it did 
have incredible depth of play. Ymln s 
Cookie for the Super NES was shown 
by Bulletproof Software In addition 
to much improved graphics and 
sound, this 16-bit Pak scores over the 
NES version by having extra games 
designed by Alexey Pajitnov, the 
inventor ol Tetris. The limited use of 


Nintendo characters in other compa¬ 
nies* games, which includes The 
Software Toolworks’ Mario t s 
Missing, was an historical first. 

Elsewhere on the 8-bit front. Sofel 
has created an NES Snow White 
action game called Happils F\ct 
After Seika’s Tinman is nothing 
like the siiff-play ing Game Boy 
release from Accolade Game Boy 
players can look forward to 
ElectroBrain’s The Adit mines of 
Pnwahw, which uses a 3-D over¬ 
head view like Equinox* and Indiana 
Jones d the Last Cinsadr from Ubi 
Soft Ubi Soft also plans to make 
Indiana lories A the Fate oj Atlantis, 
which is based on a PC game. 

Overall, the feeling of this Pak 
Watcher was that the quality of Super 
NES games shown at this CES 
improved across the board At the 
same time, few of the titles were true 
standouts. Star Fox was probably the 
biggest hit with show goers, but 
Final Fight II might be another Street 
Fighter II when it reaches the stores. 
With an estimated 8 million plus 
Super NES umls now in use. it's easy 
to see why developers are spending 
so much time making new Super 
NES games. I he Legend of Zelda 
Link \ Awakening is really the only 
outstanding news for Game Boy until 
Konami comes out with its new 
Batman and TMNT titles in the sec¬ 
ond half of the year. As for the NES, 
fewer titles are being developed for 
the older 8-bit system, but some of 
those continue to be excellent games. 
Battlefocuh Double Dragon, Kirin's 
Ads cut tire. Mights Final Fight, Dark 
Tales If and YnshT s Cookie all look 
like winners Look for more in depth 
coverage of these games in future 
Pak Watch and Nintendo Power 
reviews. 
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Please see the reverse side tor all the details on how to win' 

Power Challenge Trading Cards can Novice, Intermediate and Pro-level 
do more than increase your library of players. The Power Challenges are 
games: they can sharpen your playing set by top Game Play Counselors and 
skills' Look on the back of each card the Nintendo Power Staff Go ahead, 
to find a Power Challenge for give 'em a try. They're a lot of fun 1 























in this issue is a Nintendo Powei Supei Powei C id Deiiem 
Nintendo is giving away up to 500 Supei NES Game Paks*' as 
puzes loi collecting the winning combination 0 / threi Powei 
T ioding Cards Look in the Playei s Pulse section in this issue 
to find the winning combination of the ihiee Power Tiding 
Caids II you like you can tiade caids with Inends to obtain 
ihfj winning combination Oi hold the caids fiom ihis issue 
and combine them with caids from lutuie issues foi a chance 
to win I 

If you colled the winning combination a! thiei Powei Tiadmg 
Caids send the following to 



Nintendo Super Power Club 
P. 0 Box 97044 
Redmond, WA 98073-9744 

I Tup winning combin.Hion oi 3 Tiadmg Cdids 
Your name ?ddiess and phone numbei 

^ Yom Club Mtmbtfi ship numbei if any 
\ The answei to the following question 

if Nester con crick 15 iokes per hour, 
how many con he crack in 20 minutes 7 

i i i^usi h ti remarked u hiu ifnn Anr |4 lyyj j l r si 

II t .o<l I v I'J id du a I il» Hi an Apr | ’fi 553 M pinnrio s 

OI ffispam hip lr Idsi rale res.drt'ttd nrr'rplMiej I r-y ||lt. 

cnlr GS 

No puiehosc n«rss*ry Res denis ui |l t J S anr Cmao , d q 
Qtidheci can pari crp^ic? Enrp jyets anJ n uu ^1 1 m l es a 

Nnltnfla is jlf bales and ageni; 1 1 ur IsjhL t Da 1 pm Any 
Trioncj Caids ih«l aie tprod ted lin|e v l * il alic rrt or 
madrfresi 01 changed n o iy way 0 or u 1 g ryppgraph cil 
mnenan cal 01 olftai errors or dial as bli ul ih 0 gn 
unjuihaiz*. channels are vc d Vo d w up irobljl-d bv bvv 


who C l< 8 X 

Mock Til w I I J 

■ e & vei 1 1 ^ddieis 1 sip l 

alri vl l IT>I one sel of Mull Tiad r s no 1 llTtiaMnck 
Tr■#in« Caids will not ba the sanrr as Ihe Trtflrng Caids shown 
ttalaw The Meek Tiailinn Carls will contain .1 "Prwti Curl IT bul 
wrll ba ■ blank card stamped Meek Trading Caid/Conlosl Use 
Only" Nu Irons Is subsl lul on o cv.l lie ui ve w " he ri"r wr rl I 
any p ZC All l 1 I 1 e r betomu properly ul Nri ir idu Appry* rial 
Hai val c ol a Supar NES Go l EjI \ SSO Ihe lci 1 b rc I r 1 
v-ait c Ot 500 Super NES Garni. Poks r S25 00Q All pr /es may 0 I' 
awarded an ra n rmbei ol p r;es awa Jed based on ac ual u In 
ol wrnn ng cnn is reca veil Tulji ol T odmy Cuds lor d sir br ion •, 
4 100000 Odds jl svnnrng are 1 ir 1 K00 Wrr nor;, Will be r ul I cri by 
mail iiu laier than June I 1933 Wnneis ore lespdr s (ilt. Ir r I 
ap|l eebl» ia*es F 01 a 1 st ol w nnm avj lali<e ahe> co ilsi cn I 
send soil »ddres5ad siampod legal srze ei Virlupr rcl Jr | j 
Hand pr niad ier|uesi lo ihe addiess I Sled 1 ove 
'The Game Pal w II be - Supei NES I llo ihat may h*ve Due 1 used m 
a Nrnl*nio d spicy » a r#iu I outlei Gjine rok mey say Demo N 01 
For Hesaio Ninlendo guaier lire* ll al ihn Game Pak w II ba rn mupur 
Wtiikrng order T he Game Pik nlv wll be chosen by Ihe Nrnundo 
rowai si a ll 
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NINTENDO TEAMS 




UP WITH 



This winter you might find yourself having breakfost with Morio or 
Link os Nintendo teoms up with Kellogg’s to offer some special val¬ 
ues ta cereol lovers ond Nintendo fans. On speciolly marked boxes af 
seven of Kellogg’s popular cereols, you’ll find Nintendo tips ond spe- 
ciol offers for limited-edition Nintendo merchandise. Laak for the 
specially morked Kellogg’s boxes now ot supermarkets in yaur oreo.* 





Look on specially marked boxes of 
Ktffftjx’&s) Double Dip Crunch ® 
for a Tetm Wa A offer. ft's more than 
just a watxh! ft's a tatcffy portable video 
game that challenges you to stock 'em 
up to make tetrads- Send ft. 96, a 
proof-of-purchase from Kallogg’s 
Qmubl* Dip Crunch, and the order 
form from the box to ret your Tetris 
Watcft. 


Save Gome bay h rdwan r 
$S ^ Gmm ooy Came ^aks by tak¬ 
ing odvar jjge of the special o u hr on 
Ktlltif’fC Fritted Dfin w , 
Game • aks indwkd in the dfftr are 
Golf, Dr, Monoi Wove Race, Super 
Mario LtmJ m Kirb/s Dream Land 


Fmd three free game I D stackers inside 
specially marked boxes of Kellogg 's® 
Com Pops® cereal FiH in your name 
and put them on your Foks You'll nev¬ 
er rmx your games up with your 
friends ' gomes ogam* Collect all nine 
stickers from different Kellogg’s Com 
Pops boxes 


Fstrtr fotote fi m specaftr 
markc , t»xcs af Kallogg’s b 
ftetfto' MlnfrWt»na& areal end 
s*V9 up to %IS on selected „ .mes, 
Indu&ng Dr. Morio, F-< too* ttodar 
Mission, NCAA basketball, Nintendo 
W*rid Cl*., Super Play Action 
Football, Metro fl—The Return of 
Smj, The Legend ofZekto—A link 
J he F• HandYc^hi for both Game 
boy Jnd the NES. 


Sove your proofs-ofpurchase from box¬ 
es of Kellogg’s® Cinnamon Mini 
Buns to get free posters, one featuring 
Metroid II —The Return of Samus, the 
other featuring the Super NES hrt, 
Super Mono World 


Don't be late* On large boxes of Ke Hogg's 
Corn Ffofces® cereol look for on exclusive 
offer for a precision quartz Gome boy Watch 
Save two proofs-ofpurchose, fill out the form 
on the box, ond send $1 80 to get your own 
personol timekeeper 


You'll find Strategy Mops for six of Nintendo's 
most popular games on boxes of Kellogg’s ® 
Apple jocks® cereal Collect winning tips for 
Super Mono World, The Legend of Zelda—A 
Link to the Post, F-Zero, Super Mono 8ros 3, 
Metroid II —77ie Return ofSomus, ond Kirbys 
Dream Land 
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BACK ISSUES 


Thaso Nintendo Puwur bach issuas sib available indi 

vidua I ly Add thtm to your collection! They contain these 
•xcitins roviaws. 

Volume 37 (June "92) Lemmings (NES). 
Dragonslnkf , Stanley Search for Dr Livingston, 
Arcana, Krusty's Fun Mouse.Top Gear, FI ROC- 
Volume 3f (July '92) Ponlc Restaurant, Gold 
Medal Challenge, Might & Magic. Toxic 
Crusaders, Street Fighter H NCAA Basketball 
Volume 39 (August t2) Gargoyles' Quest n. 
Casino Kid 2. Contra Force, Kirby’s Dream Land, 
TMNT E5Z, Wings 2, Mano Paint. 

Volume 40 (Sept "92) Little Samson, Prince of 
Persia, Felix The Cat, Dmo City. Soul Blazer. 
Monopoly, Super Bowling 

Volume 41 (Oct, ^2) Adventure Island 3. Power 
Blade 2, Super Mario Kart, The Simpson's*. Bart’s 
Nightmare, Out Of This World, Super Play 
Action Football 

Volume 42 (Nov *92) Mega Man,Joe & Mac, 
Crash ‘N The Boys. Space Megaforce, Axe lay, 
Super Star Wars, Final Fantasy Mystic Quest, 
Face ball 2000. Super Mano Lind 2—6 Golden 
Coins, Rintstones. 

Volume 43 (Dec "92) Road Runner’s Death 
Valley Rally. Sp«d« r-Man A the X-Men In Arcade's 
Revenge, Push-Over, Desert Strike, Batman 
Returns (NES), James Bond Jr , Tecmo NBA 
Basketball, Super Mano Land 2-6 Golden Coins, 
Bonk's Adventure, Looney Tunes. 

Volume 44 (Jan "93) Magicel Quest Starring 
Mickey Mouse, Sonic Blast Man, Megs Msn 3Z, 
Equinox. R C Pro-Am. The Jetsons. Incredible 
Crash "Test Dummies, Mega Mon IH (Game Boy) 
Volume 4S (Feb 93) Cyhemetor, Pugsley^ 
Scavenger Munt, Wing Commander. Jeopardy 
(Super NES), Acroblz, Zen Intorgalacdc Ninja, 
Bomberrrtan U, Eon Man. Darkwing Duck (Game 
Boy), Alien 3 (Game Boy), The Ren & Stimpy 
Show. Rampart (Game Boy), The Little Mermaid 
(Game Boy) 

Use the Beck Issue/Tip Bu ok Order Foim in this issue to 
order heck issues oi cell oui Consume Service depart 
men! at 1-800 255 3700 to ordei them by phone with VISA 
or MestarCard 


SPECIAL OFFERS 


Issues from qui I rst three yeors ore ovoiloblc 
only in spaciol collector s sets You won't find 
ihese exlremely helpful issues ol newsstands! 

Super Mono Bres. 2 
Nin|o G«i«Un 
Codlrvomo II- 
Simnn'i Quest 
Zalda C The 
Adventure of link 
TMNT 

Volumes - through 6 featuring classic gome* ore 
included in the Firsl Year Set 

Mogo Men C 
Dragon Worrier 
Super Mono Bros 3 
Tilm 
Batmon 
Final Fantasy 

Six of ihe most popular NES gomes of oil lims 
ore feolured in Volumes 7 through 12 

Super Mono Bros 3 
B«fcua Roofers 
Nioju Gai'Jen II 
Maniac Mansion 
Final Fontcsy 
Dr Mono 
4 hloynr Extra 

The Third Year Set (Vols 13 19) comes on the 
Nintendo Power Irodilion of reviewing ihe very 
bssl gomes It olso includes our foui populor 
Strategy Guide issuesi 

TIP BOOKS: 

The legend of ZeJda Tips ond Tactics 
How k> Win at Super Mono Bros 

Use the Back Jssue/fip Buufc QnJoi Form in this issue to 
order post Nintendo Power issues ond books oi call 
our Consumer Service department ft 1-800 255-3700 to 
enter them hy phone with VISA nr MasterCard 





next imu - 

COMING NEXT MONTH IN VOLUME 47 


STAR FOX 


The Super FX chip is here and Star Fox has it Fast action and 
incredible graphics make this game a winner! Our feature will 
cover playing tips and tactics from the pros 




KID DRACULA 

Unlike the pale Transylvanians you are accustomed to, Kid 
Oracula is on the good guys’ team. Check out this light-hearted 
game with big, comic style graphics and eight stages. 



DUCK TALES 2 

Flintheart Glomgold is on the loose! Capcom lias called Uncle 
Scrooge into action again. The first Duck Tales adventure proved 
to be a big hit Part 2 should be more of the same. 





YOSHI’S COOKIE 

As Mano works his cookie press, you must frantically work to get 
rid of all the extra cookies. Watch for the wild Yoshi cookies to 
help you out in the newest Tetns-like puzzle game. 
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It's the difference between looking at a picture end being there. It's our 
exclusive Super FX™’chip, aid it takes the Super NES™ beyond anything 
you ever imagined. To new reafem. To new dnnensions. And Super FX 
technology is easy to get Into, because h's buit-in. No accessories, no 
upgrades. Star Fox™ yA be your first look at this amazing step forward 
in technology, value and fun. It's just the beginning. 





Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



